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A Modern Classic: 
The Chicago Gaming Digital Bubbler 


Classic Styling meets Modern 
Technology in The Digital 
Bubbler, a full-size commercial 
quality reproduction of the 
classic Model 1015 jukebox, i 
designed for the home. 


Rotating color cylinders 

and eight bubble tubes help 
recreate the timeless look of 
this jukebox. 


State of the art technology 
allows you to digitally store 
up to 600 of your favorite CDs 
on the Digital Bubbler’s 250 
Gigabyte hard drive with no 
loss of sound quality. 


The updateable database of 
over 1.6 million song titles 
makes cataloging your music 
collection as easy as inserting 
your CDs. View and edit song 
information on the color LCD! 


250 watts of pure digital a 
sound, output through four i 
speakers, provides outstanding 
sound reproduction and ample 
volume. 


The Digital Bubbler is the | 
perfect addition to any home. ' 


Order Now for \ 


Holiday Delivery! 


Call or Email “Jukebox Jack” for More Information 
Jack@PinballSales.com 


Cabinet Specifications: 


H61” x W33.5” x D24.5”: 270 Ibs. Toll Free (866) 323-5225 or (800) 473-5225 


4 980 Stern Nine Ball | 


1954 Gottlieb Daisy Ma 


'967 Williams Apollo 
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4B ally Hay Ride : 


illiamsTomTom _ 


Hula Hula © 


965 Chicago Coin 


, OFFICIAL LICENSEE L_. 
Playfield pastes aan for a. 


Funhouse & Eight Ball Deluxe GOTTLIEB® and 


http://pinballpal.com/graphicdimensions/ D. GOTTLIEB & CO. 
Trademarks 
by authority of = 
Gottlieb Development LL 


12 é thay Arcade | sroup, Inc. 


Pinball Pal is the exclusive source for Shay Arcade Group reproduction backglasses 
ane Pee plastics. For a complete list of available items, call, write, email or 
log on to http:// pinballpal.com/ shay. “g 


Backglasses currently available from the Shay Arcade Group 


Barnacle Bill Sittin’ Pretty Mystic Marvel Spider-Man 
Jack 'n Jill Dragonette Cross Town Pinch Hitter 
Official Baseball Stage Coach United Star Slugger Universe 
6 Pir Ten Strike Grand Slam Lightning Ball Royal Flush 
Heavy Hitter Rocket Ship Supreme Bolascore World Series 
Dale Gun Central Park Sky Jump Twin Bill 
Scientific Batting MinstrelMan — Roto Pool Gusher 
Practice Kings & Queens King of Swat Upper Deck 
Rose Bowl — Classy Bowler 4 Bagger Silver 
Hawaiian Beauty Subway Gypsy Queen ...and more 


Playfield Plastics currently available from the Shay Arcade Group 


World Series Tropic Isle Square Head 
Line Drive Jockey Club Sittin Pretty 
Shoot the Bear .. ...and more 


COMING SOON from the Shay Arcade Group 


Pleasure Isle Hayburners Check website for 
Globe Trotters ‘57 Deluxe Baseball latest info! 


Most backglasses: $275 each _— Playfield plastics: $40 to S135 


— : Stealth Series Pinball Machine Protectors 
Stencils for Restoring The originator of computer-cut Protect your pinball machine from wear and tear with this unique line of products. 


Pinball Machine Gabinets pinball machine stencils. Faises 
the bar again: _ _— Stealth flipper button cabinet protectors Stealth cabinet leg protectors 


Computer-cut stencil sets for: vx Now easier to apply . : oo sx Instant-install with pre-cut flipper button hole # Nearly invisible when installed 
x WMS Ten Strike bowler +* Gottlieb Black Hole yw No transfer tape required oe sx Custom-install for an even more seamless look ve Pre-cut high density foam 
ve Bally Paragon w Bally Star Trek vw Easier to remove yx Choose clear to protect original artwork ve Fits any pinball machine 
vx Williams Black Knight + Bally Playboy vx Reusable / : % Choose black to cover existing wear 
sx Bally Capt. Fantastic * Bally Kiss v Repoisitionable : Stealth playfield wear area protectors 
w Bally Fathom ve Williams Gorgar vx Over four times thicker o Stealth start button cabinet protectors vw Thin, super-transparent pre-cut patches 
sx Bally Eight Ball Deluxe Bally Wizard # Resists stretching - * Protects the area around the start button + Removable vinyl, not permanent like Mylar 
w Bally Eight Ball w Bally Centaur vx Super-accurate patterns 1 oe . xx Crystal clear, removable vinyl v 29 pre-cut shapes and full sheets available 


$139.95 per set See website for pricing, quantity discounts and combo packages 


Replacement 8-Track Tapes for EM Arcade Game Audio Replacement Score Windows for Gottlieb® 
System 1 & System 80 pinball machines 

Renew your worn backglass score window color filters 
Wild Kingdom (gun) * Dune Buggy (car) with these new self-adhesive replacements 


% Haunted House (gun) _** Gangbusters (gun) “ Available in Green or Blue 

# Shoot Out (gun) “& Twin Pirate (gun) wx 9 piece set has enough filters for any game 

%& Chopper (helicopter) % Dozer (bulldozer) : 

ve Junkyard (crane) w Sea Rescue ob boat $9.95 per set 

s& Triple Hunt * Bally Space Flight 

vx Coney Island Rifle vw Allied F-114 _. / 

vx Sega Helicopter * Sega Moto Champ Ae Visit http://pinballpal.com For More Info 
% Sega Grand National ...more on the way . About These Exclusive Products 


: : wv Backbox fluorescent lamp warming filter 
Replacement drive belts now available ; “ Cyclone mini playfield flags (set of 17) 
8-Track tapes are $25 each en or # Blue insert color correction filters for repro 
: a Centaur and Fathom playfields 


Digitally restored and recorded on premium NOS 8-track cartridges 


a . Ordering Information Advan GSound Enhanced Sound Card 
q fore for Gottlieb® System 1 & System 80 Pinball Machines 


We accept personal checks, U.S. Money Orders, major 
credit cards and on-line payments through PayPal. All 
prices are in U.S. dollars. If paying by check, your order 
may be held until your payment has cleared our bank. 
Our on-line store will automatically calculate shipping 
charges based on the destination address and the 
shipping method that you choose. 


GSound is a replacement sound board for many Gottlieb® System 1 and % One board for all System 1 
System 80 pinball machines. GSound replaces the original unreliable and and System 80 games 
hard-to-repair sound board with a new design that adds a number of new % No configuration jumpers 
features. All sounds are stored on removable and re-writable Flash Memory #* Exact emulation of factory 
cards. Original factory-style sounds can be stored on the card as well as custom sound effects (if desired) 
sounds installed by the user. Games that originally came with primitive beeps — |. Unlimited user-defined sounds 
and bloops can be upgraded to play any sound at all - speech, music, and more. |. all sounds stored on 


“, 128 BE SSL For complete ordering information, and details of our GSound is the first in a series of replacement sound systems for pinball machines | Compact Flash cards 
| Security 30-day money-back guarantee, log onto: and other arcade games. For the latest information about GSound, log onto: ® Change sounds in seconds 
http://pinballpal.com/ and click on “Order Info”. http://pinballpal.com/gsound/. i No ROM programming needed 


Pinball Pal « 366 Washington Street « Newburgh, NY 12550 ° 845-784-1862 « Fax: 845-784-1863 ° sales@pinballpal.com ¢ http://pinbalipal.com 
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Winter is the prime game room 
season, with plenty of time for 
tweaking your pins or fine-tuning 
those arcade games. 


Your rants and raves 


GameRoomNews  __ 10 


The month’s coin-op happenings 


Stewart's Root Beer 15 

ecember is typically one of the busiest months of the year, what with the holiday gift A 4 
buying frenzy, the preparations for visitors, and of course the Christmas holiday itself. Ganiig (ngesau 
However, in other ways December is actually a rather quiet time—the yard work is done, The GameRoom Gift Gilde” 19 
the night comes early, and the weather encourages us all to stay inside. This month is ideal er 
for some quality game room time, be it renovating, decorating, or just plain participating. Our 2nd annual Puy nog ide 
From working on that long-term pinball project to trying to beat your personal best on your Show Reports 26 
favorite video game, winter seems designed to give you a guilt-free conscience as you fritter ee 
away the hours. VGXPO and Pinball Expo 2007 

If you're in the mood to take a break from taking a break, Cah oot Magazine has Arcade Art Restoration 29 
everything needed to make those wasted moments seem productive. We’ve got one treat after a es es ee 
another, including the second annual GameRoom Hot Gifts Guide—our look at the hottest Getting your artwork printed 


in cool gifts (yes, ’'m mixing hot & cold, but trust me—it’s definitely not lukewarm!) 


We've also got a great look at Ken Schaffer’s Stewart’s Root Beer restaurant, and coverage LostArcadeClassics ———— 36 
of the VGXPO and PinExpo events. Mitch Gerson’s got some fascinating GameRoom News Alpine Ski 
this month, and Michael Ford continues his great series on restoring arcade artwork, this ; - 
month with a look at having your restored artwork printed. The Wayback Machine 40 

There’s more (of course), but why spoil all the surprises? Sit back, flip through this month’s The Vectrex 


issue, and have fun! ae : 
The Game is Never Over, San Fran’s Pinball Museum 4a 


A special “Coin-Op Confession” 
GameRoom of the Month 48 


Eric Strangeway 


Revin Steele EO ee 
Ghosts ‘n Goblins 


GameRoom Reviews oS. s 
Dragon's Lair HD-DVD Edition 

TILT: The Battle to Save Pinball 

Mr. Pinball 2008 


: Auction Watch - a | 57 


The latest eBay auction results 


Scoreboards oS 60 
Pinball and video hing scores 

The Last Word — 64 
My Geek Moment 


See more Pinball Expo pictu 
on page 27! 


Okay, nag time. I’m completely out of Coin-Op Confessions. None. Nada. Zip. If you want 
an “easy in” to getting your picture published in the magazine, this is the time—I'Il take 
just about anything! Send me your photo and story to info@gameroommagazine.com. 
(See my Last Word column for my own coin-op confession!) Send it in—you'll get a cool 
t-shirt, and my undying gratitude. Thanks! | 


Advertiser Index on page 61 


(*) - Look For That Show’s Ad Inside This Issue 
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Fax: (310) 893-6780 : * 1st SUPER AUCTIONS San Jose, CA Rob Storment (714) 535-7000 


* 1st SUPER AUCTIONS Knoxville, TN Rob Storment (714) 535-7000 
* 8th SUPER AUCTIONS Orlando, FL Rob Storment (714) 535-7000 
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Advertise With GameRoom! 


Ad Deadlines are 12 Noon Eastern 
January 5, 2008 (for the February 2008 issue) 
February 5, 2008 (for the March 2008 issue) 


Low Advertising Rates 


Now in Full Color! 

Full page: 7.5”W x 10”H or 8.5” x 11” $289 
Half page (horizontal): 7.5’W x 5”H $145 
Half page (vertical): 3.67”W x 10”H $145 


Quarter page: 3.67”W x 5”H $70 
Business card: 3.67’ W x 2.5°H - 1x: $36 


Multiple run discounts of up to 25% apply when 
you run your ad for consecutive months. Call or 
email for full details. 


Power Ads (word-only ads) 
See GameRoom Marketplace, Page 62. 


Gameroom can help create your ad for no charge! 
Call us with your requirements. 
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DECEMBER 
1 San Jose, CA 


Santa Clara Fairgrounds 
Fiesta Hall, 344 Tully Rd. 


1 Knoxville, TN 


NOVEMBER 
3 Costa Mesa, CA 


Southern California Showcase 
Orange Co. Fairgrounds & Expo Ctr, Bldg #14 
Chilhowee Park and 


88 Fair Drive, Costa Mesa, CA — Enter Gate 5 
Exposition Center 


Austin, TX : speci, - , Jacob Bldg., 3301 Magnolia Ave., 
3 7 1 yen Knoxville, TN 


Orlando, FL 


Central Florida Fairgrounds 
Exhibit Hall, 4603 W. Colonial Dr. 


Dallas, TX area 
Rodeo Center, Exhibit Hall A 
1818 Rodeo Dr., Mesquite, TX 


Milwaukee, WI area 
Wisconsin State Fair Park, Product Pavilion Bldg. 
8100 Greenfield Ave., West Allis, WI 


Chicago, IL area _ AUCTION 


Saint Louis, MO area : oe 
Gateway Center, Canter Hall, 7 Gateway Dr., Collinsville, IL : | as 

| a SPECI cee? Pehl 15 games 
AUT DED! or more, only 


Special Auction 


"lo 


FAR ED 


on ‘Selling Commissions 


To get this and additional AMOA Benefits 
Call (800) 937-2662 and SIGN UP TODAY! 


Bring your coin/op game room equipment to the Auction 
site the day before the Auction. 


om» Check your equipment in and receive inventory numbers. 


Once the Auction concludes and all funds are collected 
and commission paid — - you re paid immediately! 


TO CONSIGN GAMES FOR SALE: Bring to Auction Site Friday 
preceding Sale from 10am to 9pm. Saturday auctions begin at 19am 
local time with inspection from 8am to 10am. Payment in full day of 
sale, 13% Premium to Hammer Price. TERMS: Cash, MasterCard, Visa, 
American Express, and Discover only. Industry related Seller’s Permits 
required for non-taxable purchases. All equipment must be removed 
Day of Sale, NO EXCEPTIONS, AUCTIONS CONDUCTED BY Robert 
Storment, CAI, Larry Gillaspy, Larry Mitchell, Mike 0’ Brien, Johnny King; 
CA#14663700753, 158736699; TX#10931; FL ABO001109, AU0001549; 
GA NR 002582; IN-AU19600170; WI#052-1964; IL 041000689; NC 
#8280; SC#2262, OH #57199669899, TN #00006111, #AU10600125, 
#AUN002582, #041,0000689, #AB0001109, WI #1964-052 


eon Ic (774) 535. -7000 - . . superauctions.com 
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Kevin, attached are photos of our 2 year 
old grandson Trey, playing Lord of the 
Rings. It took him about 2 months, but he 
can control the game and break 2 million 
by himself although he does ignore the shot 
marquee. Unfortunately he also knows how 
to turn it on and off so he plays at some very 
strange hours! 

Great job on the magazine! I just hope 
youre making enough from it to keep it 
going... 

Fred Molis, Jacksonville, FL 


Fred, your grandson is adorable, and I’m 
glad to see you're already helping him 
learn the important things in life! Keep up 
the good work, and let me know when he 
starts beating your high scores! 


Hi Kevin, 
I just read that you have closed RetroBlast. 
It was a great site, but everything has a life 
expectancy. If the passion is not there any- 
more then there is no reason to carry on with 
it. 1 think you made a very wise decision. I 
ran a site for three years (towards the end it 
seemed like an eternity). In the third year the 
gas ran out and I found that I was just push- 
ing out the content with lacking enthusiasm. 
When I finally made the decision to end the 
site, a huge burden was lifted. I never regret- 
ted it. 
Good luck with the new and improved 
magazine. I look forward to reading it. 
Donny 


Donny, it was a very hard decision to 
make, but | definitely wanted to focus my 
energies on creating the best magazine 

| could, so the choice to close RetroBlast 
was a necessary one. That said, I have 
some great news! A group of enthusiasts 
couldn't bear to see the site go, so they 
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banded together and have (with my bless- 
ing) created an entirely new RetroBlast. 
com! Check it out if you get the chance: it’s 
everything | ever wanted to do with Ret- 
roBlast, but never had the time to imple- 
ment! www.RetroBlast.com 


Hi Kevin, 

After having stated that he had grown up 

in Coney Island, I expected Mitch Gerson's 
article, “Thanks for All the Memories; a 
Farewell to Coney Island” to be an homage. 
Instead, he comes across as a new suburban 
elitist who has forgotten his roots. 

At a time when everyone in the area is 
lamenting the veritable desecration of Coney 
Island, Mr. Gerson is “...thrilled that Coney 
Island is on the verge of a real renewal”? 
Change is expected and progress cannot 


Questions ? | 


Comments? Rants? 
Raves? 


GameRoom Magazine 
12943 Kingston Way 
North Royalton, Ohio 44133 


info@gameroommagazine.com 


occur without evolution, but the plans Thor 


Equities has for the beachfront is mall—men- 
tality capitalism at its worst. 

What about all of the families that 
continue to enjoy one of the last remaining 
affordable, outdoor entertainment spots 
geared specifically towards lower-income, 
local families? “I personally did not find the 
seediness ‘charming... it was dirty, crime-rid- 
den, and unsafe...”? Mr. Gerson obviously 
had not been to Coney Island in recent years 
when as far as the eyes could see were good 
people and families enjoying themselves with 
nary a whining child, aloof teen, or bored 
adult in the bunch. 

He “...can’t wait...and spend a night...in 
one of the hotels that is sure to spring up’? 
“it will be the Coney Island L...dreamt 
about”? If your dream for Coney Island is 


for it to be a meager attempt at copying the 
wonders of expensive Las Vegas then take 
your vast disposable income and get ona 
plane. Please leave the rest of us to take a 
train ride or our feet to the rich history and 
wonder of Coney Island. 

Sincerely, 


Robyn Howard 


Dear Robyn, 
Just so you know, | lived in Coney for just 
over 30 years and moved out around 2001. 
Many of my friends and family still live 
there are quite happy there. We frequently 
have debates that are very much in line 
with your comments about this very issue. 
| fully recognize the progress that 
Coney has made. The Stadium is fantastic, 
the boardwalk is in good repair, and the 
public bathrooms are new and generally 
pretty clean (as opposed to the disasters 
that they were as recently as 1999/2000). 
| also haven’t forgotten the absolutely 
stunning new Subway train station as well, 
once again bringing thongs of people to 
Coney’s beaches/amusements. 

| had visited Coney this past July (that 
was when | took the photos featured in 
the article) and there’s no question on any 
level that it was packed and being enjoyed 
by literally thousands of people. 

But Coney is, and has been for over 40+ 
years, a mere shadow of what is was and 
can be once again. 

Do | think that Thor Equities is hon- 
orable and will come through for the 
community? | can’t say for sure. But that’s 
why our city officials are watching this so 
closely. 

Coney has always had a very colorful 
history of folks waxing poetic about the 
“great old days of Coney”. If you go back 
and look deeply into it’s history, there 
were the days of the “mining town” like 
atmosphere that existed there in the 
1800's. Folks back then got all up in arms 
when the larger commercial parks such 
as Dreamland, Luna and others started to 
spring up. 

Cries of “Coney Island is losing what 
makes it special” were being made as early 
as the 1890’s. This has happened many 
times over the years in Coney. The bottom 
line is that Coney has and will be always 
about reinventing itself totally and com- 
pletely (as history has proven). 

The one thing you and | definitely both 
agree on is the fact that we’re both pas- 
sionate about Coney. We may look at this 
from different perspectives but there’s no 


question in my mind that we both recog- 
nize that Coney is a special place. 

| would love to see it reinvented. But 
don’t forget that we do have the amaz- 
ing folks at the Coney Island Museum to 
keep an eye on the place so that things 
don’t get too out of hand, and of course 
involved people like yourself keeping a 
wary eye on change there. 

We need people with your passion to 


watch over the change. But in my opinion, 
as a longtime former resident, change can 
and will be good for Coney. 

I sincerely appreciate your comments, 
and hope that you make your voice heard 
in the town/council meetings that are 
currently taking place in Coney over this 
entire issue. 

Mitch Gerson 
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Alltek Systems’ Ultimates 


Replacement Boards that go beyond the originals! 


Cees Staceetaiaae cs 
Rares 


Taueuces wet AEE GITD Ce 
‘ ERIN MCE TREC EE MERRY EX 
Bake toma ate eg Sich Gal acy 


(o need for batteries: 100-year Non-volatile Data Retention. 


are in machined sockets. 


Bl ck Pyramid ae 


L Centaur 
_ Centaur 1 
cyberia - 
sees Parton 
Eight Ball 
Sight Ball Deluxe 
_ Eight Ball Deluxe Ltd 
leer 
Embryon 
Evel Knievel 
_ Fathom 
Fathom (New) 
Fireball || 
Fireball Classic 
Flash Gordon 
Freedom 
Frontier _ 
Future Spa 
Gold Ball 
Grand Slam 
Granny & the Gators* 
Harlem GlobeTrotters 
Hotdoggin’ 
KISS. 
Kings of Steel 
Lost World 
Mata Hari 


T he Ultimate MPU Board 
$1 a 95 


Both can be purchased direct from Alltek Systems : 
wiiallteksystems.com 


Or send payment to | 
Alltek Systems, 1300. Woody Ridge Ct, Chesapeake, VA 23322 
(Please add $9.95 for shipping. MR oes, orders must pay 
applicable postage via air) 


Also available from our Ultimate MPU BOAT distributors: 
The Pinball Resource (845) 473-7114 
Marco Specialties (803) 957-5500 


Paragon: , 
Playboy 
Power Play 
Rapid Fire _ 
Rolling Stones. 
Silverball Mania 


Six Million Dollar Man © 


Skateball 
Space Invaders - 


: speakeasy 2&4 Player 


Spectrum. 
Spy Hunter _ 
StarTrek 
Strikes and Spares 
Super Sonic 
Vector 
Vector (New) 
Viking 
Voltan 
X’s and O's 
Xenon 


Non-Stern/Bally 
Games 
Sexy Girl 
Big Ball Bowling” 


Black Sheep Squadron. 


Cosmic Princess” 


Dratiia 
: Saco 
_ Flight 2000. 
Freefall 
Galaxy 
Hot Hand 
lron Maiden 
_ Lazer Lord 
Lectronamo 
Lightning 
Magic 
Memory Lane 
Meteor 
Nine Ball 
Nugent 
Orbitor 1 
Pinball 
Quicksilver 
Seawitch 
Split Second 
Star Gazer 
Stars 
Stingray 
Trident 
Viper 
Wild Fyre 


* not compatible with the Ultimate Soleniod Driver Board 
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News 


HAPPY HOLIDAYS! 


This is such a great time of year. We eat too 
much, we party too much and hopefully get 
too many great presents! (NAH, is there re- 
ally such a thing as too many?). 


| am pleased to share with you a ton of great 
news items this month in addition to some 
really fun toys you may wish to buy for your 
loved one (I’m assuming that would be 
yourself). 


| hope you've enjoy my first year here at 
GameRoom as the News Editor. I’m looking 
forward to 2008 with all of you. 


Enjoy the news and see you next year! 
Insert Coin to Continue, Mitch 


Table Top Pac-Man 


For those of you who are handy and have 
built arcade machines for home use this is 
going to seem outrageously expensive. But, 
for those of you looking for that “perfect gift” 
and have oodles of money here’s something 
cool to consider. Just out is this tabletop 
25th Anniversary Pac-Man/Galaga/Ms. Pac- 
Man Machine being sold only at Brookstone. 
Sure you can build it for less, but not every- 
one has the time or ability. The dimensions 

. are 16” w x 15”d x 25”h, and will “only” set 
you back a cool $1995.00. 


10 
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Show the one you love, just HOW MUCH you 
love them by purchasing this little beauty 
here: http://tinyurl.com/ywinn5 


Arcade-in-a-box 
Announces Xbox 360 
Arcade Controllers 


Dying for a true arcade experience using 
Xbox Live Arcade? For those of you in the 
know, you have probably already down- 
loaded the classic arcade games of your 
youth via the Xbox Live Arcade. But, I’m sure 
you've already realized that playing Pac-Man 
on an Xbox controller just doesn’t get the 
job done. 


Well, your troubles are over as Arcade-In-A- 
Box has just launched a line of sweet custom 
360 controllers. As per the press release: 


“The Xbox 360 control panels feature authentic 
arcade controls that are identical to those used 
on your favorite arcade machines including 
Street Fighter, Mortal Kombat, and Galaga. In 
addition to being compatible with the Xbox 
360, the arcade controllers can also be used 
with a Windows PC.” 


Specs: 


5”Lx 10"D x 4.5"H 
Authentic Arcade Buttons and Joysticks 
Optional Custom Overlay 


You choose the colors for T-molding, 
buttons and joystick (D-Pad, A, B, X, Y, RB, 
LB, Start, Back, and Guide buttons are 
included) 


Optional Headset Jack 
Wired USB controller means it’s also com- 


patible with Windows XP and Vista 


Constructed with 3/4 black melamine 
coated wood to give that authentic arcade 
weight and feel 

Optional joystick upgrade to the Mag-Stik 
Plus or Sanwa JLF 


Your choice of button types, either Con- 
cave or Convex 


Pricing: Single-Player $149, Dual-Player $299 


Purchase yours here: http://arcadeinabox. 
com/Scripts/prodView.asp?idproduct=42 


Ultimate Dragon’s Lair 


Jason Finn’s Dragon’s Lair Museum features 
Dragon's Lair cab’ serial #1 ! (owned by the 
creator Don Bluth himself). 


| love Dragon’s Lair, but I’m sure you know 
that by now as I’ve mentioned it a few times 
this year in the news. The game itself really 
isn’t all that good, but it was (and still is) so 
unique it’s hard not to love it. 


Well, | think there's love... and there’s love. 
You have to check out Jason Finn’s house. He 
has a full basement as a shrine to Dragon’s 
Lair (he’s really focused on only that one 
game!) and it’s not to be missed. 


| stumbled across this site dragonslairfans. 
com and it’s truly the most extensive collec- 
tion of DL items I’ve ever seen in one place. 
There are other super fan collection photos, 
but you really have to look over Jason's. 
There simply can’t possibly be a more ex- 
tensive DL collection in the world out there 
(prove me wrong). 


www.dragonslairfans.com/collectors/collec- 
tors.htm 


Dragon’s Lair Love 
Continues 


See? | told you, Dragon’s Lair is loved by all. 
Charlie Breakiron is a digital artist and as a 
tech demo for some work he’s doing has cre- 
ated some 3D animated DL artwork. 


It’s all a work in progress but it’s cool 
nonetheless. | can’t tell if he’s planning on 
recreating the whole game in 3D computer 
animation, but it’s totally worth a quick look 
to see what he’s accomplished. 


For fun, he’s also revised Dirk’s look in a short 
demo video matching his original appear- 
ance based on some old artwork for Dirk’s 
look that was discarded by Don Bluth for the 
Dirk that we know and love today. 


The two links go to different parts of his 
website, so be sure to visit both to download 
the short demo video: 


www.breakiron.com/CharacterSetup.htm 


http://tinyurl.com/2es2ns 


This Is Not A Dragon’s Lair 
Item 


Ok, it’s a Space Ace item so it is related, but 
I'll be brief: if you’re lucky enough to own 
an HD PC screen (drool), then you're sure to 
enjoy this fabulous new version of the Laser 
Game classic Space Ace completely digitally 
re-mastered in HD. 


As per the press release: 


“This release of Don Bluth’s legendary ani- 
mated arcade game features video transferred 
directly from the original film source, delivering 
the sharpest images and most vibrant colors 
ever — even better than the original laser disc 
release. The follow-up to last year’s release of 
Dragon’s Lair PC HD, Space Ace PC HD also 
comes with a completely new five-channel 
surround sound audio mix. Space Ace HD PC 
will be available this fall at many fine game 
retailers as well as at www.digitalleisure.com. 
Look for Blu-ray and HD DVD releases of Space 
Ace in 2008.” 


Slot Machine Fridge 


Now you can play the slots and help yourself 
to a beer or soda all at the same time. 


OK, not exactly, this is a slot machine in looks 
only, but it does feature sound effects, light- 
ing and a nicely sized compartment for your 
favorite chilly items. It also features a switch 
to keep items hot (soup perhaps?). What 


ever you use this for you're sure to be the 
envy of your slot machine buddies. Check 
out these specs: 


“Keeps beverages cool or warm with a flick of 
a switch. Ideal for home, car, caravan, boat, 
office, bedroom uses. Can be powered by 
AC115V mains or DC12V car battery (adaptor 
included). When the screen switch is “ON” and 
the screen button is pushed, the LED blinks and 
you will hear the voice of the character. Three 
different phrases can be heard randomly.” 


Order yours here for about $45: 
www.pachislo.com/pachislo/cw.html 


Exidy Multi Game Kit! 


If you're not familiar with the Exidy line of 
games shame on you. But it’s very likely 
you've dropped in a quarter or two over the 
years playing one of their many gun games 
from the very early 80's. 


Well | have some good news if you own a 
dedicated gun game. Some enterprising 
folks are creating a multi game kit that will 
replace some existing ROM chips on your 
arcade board allowing you to play all of the 
following games: 


Crossbow 
° Cheyenne 
° Combat 
® Crackshot 
° Chiller 
° Clay Pigeon 
® Hit‘n Miss 3.0 
° Who Dunit 
* Catch-22 
This is a project in progress so pricing hasn't 
been finalized, but it’s being estimated to 
run around $300-$350. The estimated pric- 
ing may seem high, but | doubt for the work 


that this will take to pull off they will be sell- 
ing very many kits so the price seems fair. 


Find out more on this on going project here: 
www.widel.com/440faq.htm This project still 
needs help and you can read more about it 
here: http://tinyurl.com/2pr4at 
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Rob At Coin-Op TV Live 
Does It Again 


Well the King of Kong controversy has died 
down quite a bit, but there’s still a lot going 
on for those who are knee deep in their 
personal involvement with the movie and 
it’s stars. Rob managed to finally snag an ex- 
clusive interview with Ed Cunningham, who 
| had the pleasure of interviewing this past 
September for GameRoom, but that was 
before all of the Billy Mitchell drama started 
to really come to a head. 


See how Ed handled himself under the inves- 
tigative grilling by Rob and his crew here: 


www.thestream.tv/watch.php?v=396 


Qsonix Unveils New 
Jukebox 


Is this the most sophisticated home Jukebox 
yet? | don’t know about you, but | am enam- 
ored with the whole MP3 revolution and the 
, ability to pipe in music through my house 
via various methods wirelessly. 
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But, it would be really neat to have a beauti- 
ful Jukebox to do this for me, rather than 

a plain old PC. Well my dreams and your 
prayers have been answered. Behold—the 
QJB110. As per the press release: 


“The new model's beautiful, handcrafted solid 
walnut and die cast metal authentic exterior 
showcases the most powerful music manage- 
ment system in the world - along with the 
industry's simplest and fastest drag-and-drop 
user interface.....the QJB110 Nostalgic Digital 
Jukebox’s powerful music system stores up 

to 9,000 CDs and delivers studio reference 
quality digital sound.....the QJB110 operates as 
a stand-alone jukebox music system with built- 
in 360W amp, speakers and subwoofer and 

as a multi-zone music management system 
that can be shared throughout the home. It in- 
cludes iPod transfer, CD burning, web browsing 
and automatic Internet updates....” 


For additional information about Qsonix, 
visit www.qsonix.com. | don’t know the price 
yet... but | have a feeling this isn’t going to 
come cheap! 


Spider-Man Black Limited 
Edition 


Hmm, | struggled with this as is this really a 
new product or just a collector’s item? 


LIMITE 


Pinballnews.com had some great photos of 
it (above) though that | couldn't resist so | 
guess Stern knows what they’re doing. Aside 
from some cosmetic change on the sides 
and backboard the only really neat new 
feature is the slick chrome detailing that was 
added by the flippers...oohhh..shiny. What 
was | saying? Oh yeah, the playfield is un- 
changed, but if you must have one or want 
to know more visit www.sternpinball.com. 


Eugeneology: An Interview | 
With Eugene Jarvis 


Eugen eolo gy 


AN 
\ 


Aminterview with Euger 


| stumbled across this great interview article 
with Eugene Jarvis (the father of Robotron 
and other classics) that | think you too will 
enjoy. Eugene has been making the rounds 
over the last few months touting his new 
company “Raw Thrills’, but face it, we all 
know and love him for those classic titles. 


Here’s a teaser from the online article: 


“As the creator of Defender, Robotron (and 
accompanying two-joystick control system), 
NARC, and the Cruis’n series, his reach in gam- 
ing, especially as concerns arcades, is incred- 
ibly wide. Even if you've never been inside an 
arcade, his influence can be felt in the glut 

of indie and downloadable games using the 
Robotron control scheme, such as Geometry 
Wars and Blast Factor. More recently, Jarvis has 
returned to the arcade scene with his company 
Raw Thrills, whose first game was the very con- 
troversial light gun shooter Target: Terror.” 


Set your sights here for the full interview: 


www.gamasutra.com/view/feature/1416/eu- 
geneology_an_interview.php 


Lightspace Play 2.0 


Wow. This is pretty neat stuff. An interactive 
video gaming floor. I've seen this type of 
tech at trade shows but this appears to be 
the first gaming application for this floor. 
Basically it’s a computer driven LED floor that 
reacts to pressure when you step on it. 


Apparently the company has readied a com- 
mercial arcade version that plays some basic 
games that should appeal nicely to families 

and children. | 


As a matter of fact, they have a great video 
on their website that is fun to watch as kids 
scream in delight as the light dances around 
their feet. Here’s an excerpt from their press 
release: 


“For the first time ever, Play 2.0 is available as 

a coin-operated system giving it the necessary 
capabilities to expand its reach into the arcade, 
mall and operator markets. Each game has 
been updated with additional levels, scoring, 
elimination and time play.” 


Check it out in action right here: 
www.lightspacecorp.com/products/light- 
spaceplay/video.php 


Virtual Bowling 


This would be so perfect for a home arcade, 
| can’t wait until | can buy one used. This 

is Brunswick Bowling’s brand new hybrid 
ohysical/virtual bowling center. Basically you 
take a real bowling ball (slightly lighter/ 
smaller than a standard alley ball) and roll it 
down the lane. As it passes under the video 
screen, a computer takes over analyzing the 
spin, soeed etc of the ball and continues 
the balls journey down the “alley” as a 3D 
animated ball. 


This seems pretty cool and looks like a fun 
game to try out. I’m sure you'll see this soon 
at your local arcade. 


For more, visit the official website here: 


www.brunswickbowling.com/virtualbowling 


Xbox 360 Arcade Version 


This is interesting: an official “arcade edition” 
of the Xbox 360 console. Microsoft is taking 
the Xbox live Arcade very seriously and 
they're definitely gunning for Nintendo's “ca- 
sual” market by this interesting new bundled 


edition of the Xbox 360. 


The machine is a basic budget edition of the 
360 pricing at $279 (their least expensive 
version to date), but it comes with some 
some arcade games as part of the pack. The 
game list include: Pac-Man Championship 


Edition, Uno, Luxor 2, Boom Boom Rock and 
Feeding Frenzy. This version does not come 
with a Hard Drive though. 


If you haven't tried live yet, it’s really cool to 
be able to play a classic game like Joust and 
have someone join your game just like in the 
old days of a real arcade. 


Read more about it over at PCWorld.com: 
http://tinyurl.com/37jr3m 


NEXT GENERATION also had a write up with 
some photos of the new box: 


http://tinyurl.com/2yrwtm 


Stern’s Wheel Of Fortune™ 
Pinball Machine 


2 0 cs 


Stern has just announced their new Wheel 
of Fortune pinball machine. I’ve personally 
never been a big fan of Wheel of Fortune, 
but considering the show’s been on the air 
for about 25 years I’m clearly in the minority. 
The machine looks great and has some fun 
features. Check out their press release: 


“WHEEL OF FORTUNE™ pinball features 
original speech by Pat Sajak, host of the Wheel 
of Fortune television show, as well as Charlie 
O’Donnell, the show’s announcer. Backglass 
art also features Pat Sajak and hostess Vanna 
White. Dennis Nordman, Keith Johnson, and 
the engineering staff at Stern Pinball designed 
the WHEEL OF FORTUNE™ pinball machine. 
The WHEEL OF FORTUNE™ pinball machine 
plays like the television game show. Pinball 
players start the game by spinning the wheel 
on the playfield, thus collecting points and/or 
prizes in their Prize Bank. Players must then hit 
the three-bobble head contestants to collect 
consonants and vowels, to solve the puzzle 

on the dot matrix display. Once the puzzle is 
solved, the player collects the points and/or 
prizes in their Prize Bank.” 


Check out www.sternpinball.com and the 
excellent Pinballnews.com site for more 
photos: 


http://tinyurl.com/2c95f6é 


Classic Arcade Game Sea 
Wolf Returns! (Sort of) 


This seems really cool. Costal Amusements 
has re-imagined the old arcade classic Sea 
Wolf as a redemption game, sporting similar 
artwork and play mechanics but with all new 
up-to-date graphics and looks. 


Read more about it here: www.coastala- 
musements.com/newproducts.htm 


Got a Hot News Tip? 


We're always looking for exciting game room 
news and we need your help! 


New coin-op, gameroom, and retrogaming 
product releases, industry announcements, 
coming events, updates on stories were 
tracking—they’re all fair game for inclusion 
in the pages of GameRoom News. If you've 
got something you feel is news-worthy, 
please send it in! 


Send news tips to: 
news@gameroommagazine.com 
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by Jimmy Rosen 
and Ken Schaffer 


The Stewart's Stop by Jimmy Rosen 
Every August, it has been a tradition for my 
family to rent a vacation house in Ocean 
City, NJ for a week. Usually we share the 
house with another family. Both families 
look forward to the trip all year. Located 
about 30 minutes south of Atlantic City, 
Ocean City, NJ (not to be confused with 
Ocean City, MD) is a very family-oriented 
town with a warm nostalgic feel to it. We like 
to stay at the north end of town where it is 
fairly quiet but still within walking distance 
of the boardwalk where there are fun shops, 
arcades, amusement parks, miniature golf 
courses and wonderful food. Morning bike 
rides on the boardwalk, body surfing in the 
chilly Atlantic, Mac and Manco’s Pizza, chili 
at The Varsity Inn, Kohr Bros ice cream are a 
few of the many activities we have to do each 
year. If there is one negative about the experi- 
ence, it’s that the week goes by too fast. 

On the way home, I’ve made it a point 
to stop at a Stewart’s Root Beer restaurant 
about 10 miles from Ocean City in North- 
field. Stewart’s has been around since 1924 
and is well-known here in the east. This 
specific location is owned by Ken Schaffer, a 
long time coin-op and pop culture memora- 
bilia collector... and friend. He and his part- 
ner have done a great job with the restaurant. 
It has a real vintage feel using much of Ken’s 
personal collection. There’s lots of neon and 
old advertising throughout the building. A 
few model trains zip along track inside too, a 
great touch. Ken also has several vintage pins 
and video games that he actively rotates from 
his personal collection. The food is great and 
reasonably priced. Burgers, chicken, shakes, 
floats...all the important food groups. 

I’ve asked Ken to give a little background 
on his life and his association with Stewart's. 


Stewarts 
Root Beer 


A Vacation Tradition 


A Look Back by Ken Schaffer 


Growing up, my parents were antiques col- 


lectors and subsequently, became antiques 
dealers. Today, they own and operate The 
Ardmart Antiques Mall, a Suburban Phila- 
delphia Antiques Mall just outside the city in 
Drexel Hill, Pa. 

As achild in the 70s, I dreaded the Satur- 
day afternoon car trips to Flea Markets, yard 
sales, and two of my parent’s favorite spots at 
the time, Renningers and Shupps Grove in 
the Adamstown and Reading, PA areas. They 
were long days and I swore I'd never own an 


antique! Gradually, that changed. 


In seventh grade, a friend of mine had a 
pinball machine in his basement. It was fairly 
“new” at the time since this was 1976. The 
game was Gottlieb Kings & Queens. We 
would spend countless hours trying to “break 
1000”. (Unlike many of today’s games where 
you sometimes get 1,000 just for shoot- 
ing the ball!). I never forgot that game and 
finally found one just this year through a Mr. 
Pinball Classified ad. I got very lucky as I 
bought the game sight unseen on the seller’s 
word as I had a good feeling talking to him. 
It turned out to be one of the nicest originals 
I’ve seen after it was fully shopped and this 
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will certainly be a keeper in my collection. 
From 1976 to the day I finally found “the” 
Kings and Queens, there were many years 
of collecting, traveling searching! Looking 
back, the early trips with my parents were 
nothing compared to what I started once I 
caught the coin op bug. 

In between, I went on to start a mobile DJ 
company as a teenager and my love of music 
became another seed for the eventual hobby. 
I collected 45s, eventually memorabilia and 
of course, had to have a jukebox. From Ms. 
Pac to a jukebox, then a few pinball machines 
and a slot machine in 1995, my passion (and 
travels) began. 

I’ve met many great people along the way, 
including Jimmy Rosen. Jimmy and I met 
years ago as our common hobby led me to his 
Antiques & Collectibles Mall, The Old Sled 
Works in Duncannon, PA and the home of 
Jimmy’s Soda Fountain. Jimmy and I stayed 
in touch and have been friends since that first 
visit. 

I always said that I wanted to share my 


enjoyment of the hobby with others through 


* a vintage themed restaurant. I bought a 


house that was conducive to the hobby 

and my collection took over! I started a 
website at gameroomconnection.com as a 
collector’s resource and eventually, my home 
was featured on HGTV in their Ultimate 
Collector’s series. Around the same time, my 
collection was also featured in GameRoom 
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Magazine. Ironically, that was five years ago 
in the November 2002 issue. 

My thoughts at the time were that my 
home collection would be a good test run for 
a commercial venture with thoughts of that 
restaurant in mind. Eventually, the restaurant 
did come to fruition, but little did I know 
that my home collection would grow so large 
that I would have to scale down to a fraction 
of what I accumulated to put it to commer- 
cial use. I was thinking the opposite, but my 
“test run” at home and personal involvement 
in the hobby greatly outpaced my commer- 
cial dreams and practical square footage to 
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display everything. 

About a year later, in the fall of 2003, a 
close friend of mine who was in the restau- 
rant business called. He owned a Stewart’s 
Root Beer Restaurant on the Ocean City 
boardwalk in Ocean City, NJ and found 
an inland location nearby in Northfield on 
Tilton Road. He needed a partner, and after 
about an hour’s discussion over dinner, the 
idea was launched. We were doing it. We 
negotiated a lease, spent the better part of 
the next month planning our concept and 
started construction just six weeks later in 
December 2003. Our target was to open in 


1952 Seeburg C Jukebox playing the oldies. 
Every available wall was full of memorabilia, 
lots of local interest items from Philadel- 
phia and Atlantic City and musical and pop 
culture artifacts from the 50s through 70s. 
Our popularity led to many local stories and 
news clips and the store is still the favorite 
family spot four years later. Our clientele is 
a combination of local families who patron- 
ize us regularly, local business people and 
the transient summer crowd who found us 
in their travels to the shore. They now come 
back every summer and we see the same sum- 
mer visitors time and time again. It’s a dream 
that I pursued and a hobby that altered 

my career path. Little did I know that my 
childhood experience with antiques and an 
innocent pinball machine in seventh grade 
would lead to all of this! 

spring and on March 5, 2004, Stewart’s of the games. We had the 1962 World Series If you're visiting the South Jersey Shore, 
Northfield officially opened with bang. There Pitch and Bat, some great EM Pins, classic we re located just minutes off of the Garden 
were lines day and night, people enjoying the _ videos, a Batman Kiddie Ride, trains circling State Parkway. From Parkway exit 36, we are 
vintage theme, and kids of all ages playing the restaurant for the kids and an authentic 1 mile east at 807 Tilton Road. 


Stewart's History 

In 1924, Frank Stewart set out to develop the world’s best- t 
beer which he intended to sell in order to suy plemet n 

a schoolteacher, ‘With the st cre tr 
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Console Classix 

Arcade and modern consoles shouldn’t be — 
the only games played in your gameroom, 
but until recently classic console game fans 
were limited to the meager selection of 
games provided by Xbox Live Arcade, Gam- 
eTap, and the Wii's Virtual Console. Console 
Classix presents a different option. 

Instead of selling the titles, the company 
has developed a sort of online rental service 
that features more than 3,000 classic console 
games from systems including: Atari 2600, 


ColecoVision, Game Boy, Game Boy Color, 2 | ZKONAMD : 
“Nintendo Entertainment System (NES), 7 | a | FTER 
Super Nintendo Entertainment System ul xh sat naa GRNE; 
(SNES), Sega Game Gear, Sega Genesis, and © 1986 wINTENDS a ak tea ee BS meee ene me 
Sega Master System. / spss , es - 5 eae saw 
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Console Classix 


www.consoleclassix.com 


Dreamcade 2.0 

3-Sided Cocktail Arcade 

Dream Arcades has been known and re- 
spected for making great arcade kits and last 
year they introduced the Dreamcade line of 
ready-to-play home arcades. Now they have 
taken Dreamcade to the next level with a 
truly outstanding product: The Dreamcade 
2.0 3-Sided Cocktail Arcade. 

In addition to a larger monitor (21-inch) 
and adding a trackball, the Dreamcade 2.0 
3-Sided Cocktail Arcade now features a 
menu system that not only lets you select 
the games, but also shows you what buttons 
to use while playing the game. Speaking of 
games, it now includes 145 legally licensed 
games, including all your favorites such as 
Pac-Man, Galaga, Centipede, Dragon’s Lair, 
and Street Fighter. 


Dream Arcades 


www.dreamarcades.com 
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Xbox 360 Arcade Stick 
Fighter fans rejoice! Arcade-In-A-Box has 


released the first authentic arcade stick for 
the Xbox 360. Unlike offerings from other 
companies, this is a truly custom piece with 
authentic arcade hardware, and designed 
for the elite gamers looking for the ultimate 
gaming edge. 

Custom options include convex or concave 
buttons and a variety of joysticks, includ- 
ing either “bat top” US style Magstick Plus, 
or “lollypop” Japanese-style Sanwa JLF 
joysticks. Gamers can even choose the button 
arrangement to best suit their favorite fighter 
game, including curved, straight, or Mortal 
Kombat’s X plus one layout. 

Additionally, Arcade-In-A-Box can print 
or design a custom overlay for your new 
arcade stick. 


Arcade-in-A-Box 


www.arcadeinabox.com 


Xbox 360 Arcade Edition 


This console epitomizes the perfect balance 
between classic arcade gaming while present- 
ing the best of the modern games available 
today. Plus, it won’t break your bank! 


Hh 
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The Arcade Edition features virtually - LO 


everything that you would expect from your 
Xbox 360, but at a lower price, $279, only 
$20 more than the Nintendo Wii. While it 
doesn’t include a hard drive, it does include 
a wireless controller, 256 megabyte memory 
unit, and game pack, featuring Pac-Man 
Championship Edition, UNO, Luxor 2, 
Boom Boom Rocket, and Feeding Frenzy. 

If you have been holding out and waiting 
for a price drop, this is your chance to snap 
up a great console for modern arcade-style 
games like Virtua Fighter 5, Street Fighter 
4, and awesome video games such as Halo 3 
as well as classics and retro-remakes like the 
exceptional Pac-Man Championship Edition. 
Plus, with Xbox Live Arcade games like 
Street Fighter 2 HD, you can battle oppo- 
nents on Live Arcade just like your remem- 
ber in the real arcades of your childhood! 


= 


Microsoft Corp. 


www.xbox.com 
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Custom Pool Felts from 

eXtreme Custom Billiards 

eXtreme Custom Billiards is the premiere 
designer of custom pool tables, but now you 
don’t need to buy a whole new table to get 
that custom look and feel. eXtreme Custom 
Billiards now offers custom pool felts that 
are based on an existing design or an idea, 
sketch, or even a photograph of a tattoo as 
one recent customer supplied. 


eXtreme Custom Billiards 


www.xtremecustombilliards.com 


Before 


| Black Spider-Man 
Limited Edition Pinball 


This special edition of Stern’s Spider-Man 
pinball features a playfield that is nearly iden- 
tical to the original Spider-Man Pinball de- 
signed by Steve Ritchie earlier this year, but 
features exclusive backglass and side panel art 
featuring Black Spider-Man, and also features 
a custom chrome trim package including 
special “webbed” flipper button guards. 

Just like in the original, the player’s goal 
is to defeat enemies from the first the three 
movies, including: Green Goblin, Dr. Octo- 
pus, and Sandman and Venom. 

; Special features include Doc Ock’s 
magnetic Fusion Malfunction that holds the 
ball, Green Goblin’s glider hovering above 
Pumpkin Bomb targets, Venom’s ramp that 
feeds the ball back to the left flipper, and 
Sandman’s motorized 3-bank as he rises and 
falls in a whirlwind of targets. An optional 
shaker motor kit is also available. 


PinballSales.com 


www.pinballsales.com 
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Building the Jukebox of your Dreams 


1. You choose Jukebox Manufacturer and Model 
2. You pick the cabinet color 
3. You choose the music source: Original mechanism, Rowe CD, new 
or refurbished Computer. 
- The original player will have the mechanism serviced and 
tested along with new needle. | 
- The CD player consists of all Rowe CD jukebox parts minus the 
| titlescatalog. | 
- Computerized player consist of used or new computer using 
Windows Media Player along with your choice size of hard 
drive to store your music files. 
4. if you want, you can upgrade sound system to newer, better 
speakers and/or amplifier. All jukebox amplifiers will have new 
filter capacitors, be tested and be converted for CD player or 
Computer sound if necessary. 


An SMC1 45 Converted to a 
fully digital hard drive-based 
music system 


We can upgrade your 45 Juke 
with a custom CD mechanism 


Custom Jukebox can 
convert your juke into a 
fully digital system! 


An SMC1 45 Conver edtoa 
CD-playing version 


Coming soon for 70’s to 80’s Seeburg Jukeboxes: 
Seeburg Do It Yourself CD Conversion Kit for all models 
Seeburg Do It Yourself Computer Conversion Kit 
(With or without computer for all models) 


Large inventory of used CD and 45s Jukeboxes to choose from 
: CC Full inventory and prices at jukebox4u.com _ 
A“Stock” SMC1 45 Jukebox For any information contact Rich at Cjas@comcast.net 


Chicago Gaming Digital Bubbler 
Classic Styling meets today’s latest technology in this blast 
from the past that will look great in virtually any game room. 
Chicago Gaming has designed this bubbler based on the classic 
: , Model 1015. | 
US : The 250 gigabyte hard drive has space for 600 of your | 
NIX favorite CD’s, with no loss of sound quality and the computer | 
features an updatable database of 1.6 million song titles to | 
make organizing your songs as easy as inserting the CD and 
| browsing the song information on the integrated color LCD. 
Audiophiles will not be disappointed either as the Digital Bub- 
bler features 250 watts of digital sound through four speakers. 
An ideal fusion of old-school style with new-school technol- 
ogy, the Digital Bubbler invokes the classic elegance of the past 
while embracing today’s cutting-edge sound technology. 


PinballSales.com 
$4499 
www.pinballsales.com 


Special Mention: The Nintendo Wii 

When people consider what it means to have an ultimate home game 
room, a lot depends on age. To our parents it would be a couple of pins 
and a juke, to our kids it probably means a PlayStation 3 or an Xbox 360. 
To people my age (30's), it increasingly means bringing the out-of-home 
entertainment we enjoyed at the arcades to our home game rooms, and 
this includes things like Virtual Reality games such as MoCap Boxing, 
Brave Fire Fighters, shooters such as House of the Dead and arcade fight- 
ing games. While consoles have always tried to emulate the arcades, they 
have nearly always fallen flat: while graphics were “almost good enough,’ 
controllers and interfaces simply weren't up to the challenge. 

That has all changed with the introduction of the Wii. 

Even with just the Wiimote and Nunchaku controllers, the Wii brings 
the classic arcade game experience into the home with games such as 
House of the Dead 4 and new games that could have been seen in the 
arcades, such as Trauma Center. This fall (and into 2008) gamers will see 
a series of new control adaptors that are going to make the Wii an arcade 
machine of choice for your game room. 

With additions like the Wii Zapper, Wii Balance Board, Wii Wheel, dance mats, and of course the Wii Guitar Hero guitar, arcade game 
fans will finally be able to enjoy out-of-home style gaming, at home, at a much more affordable price than having to buy an authentic arcade 
machine for each game. Oh yeah, and don’t forget that the Wii Virtual Console also delivers a ton of our favorite childhood NES, SNES, 
N64, Sega Genesis, Turbo Grafx 16, and NEOGEO games right to your TV once again! The only thing missing is a series of classic console 
controllers to play these classic games ... oh yeah, our buddies at Retro USB (www.retrousb.com) are already working on that! 

The Wii's perfect mix of old and new makes it the ultimate holiday gift for your game room this year. 


Nintendo 


$250 MSRP 
WWww.wil.com 
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VGXPO 2007 


> e 9 L. ~~ / @ . q gf 
Pee a be fe Um | Se Af B'%, tf 
ometimes lou ant O Ome OV [VL1ITCN Vrerson 


he last few years (since 2003), I’ve 
looked forward to the event formerly 
known as Philly Classics each year. Back in 
2004, it was announced that Philly Classics 
would be merging with VGXPO the next 
year and would take place at a new venue. 
The venue changed to the Valley Forge 


Convention Center and the event started to 


The one bright spot of VGXPO 2007: 
Jeff Anderson and his Videotopia Display 


“mature, from a hobbyist get together to fea- 
turing some more commercial vendors. I re- 
ally enjoyed the flea market like atmosphere, 
but that was slowly being replaced over time 
with commercial vendors (ex. Atari). But the 
event was still fun to check out and thank- 
fully there were still plenty of great vendors 
to chat with and purchase their homebrew 
games and other related retro-goodies. 

It was with great anticipation that I was 
looking forward to this year’s event that was 
supposed to be bigger and better than ever 
before. I’m unfortunately very unhappy to re- 
port that this year’s event was a big let down 
(see David Ellis’ article in the November 
GameRoom for his spot-on prediction). 

The event took place in the Philadelphia, 
PA Convention Center (blocks from the 
Liberty Bell); and it felt as if the space cho- 
sen for the event swallowed it to the point 
that it felt horribly empty. 

I saw many empty booths and diehards 
like myself wandering around looking for the 
vendors that in the past, had come back year 
after year. This year they didn’t show (to be 
truthful there was one, but that’s down from 
literally dozens of the past). . 

In their place were the likes of Dell, Subaru 
(yep, the car company), Phillips and other 
such companies. The event was much more 
like Digital Life Expo (a consumer electron- 
ics event that takes place here in NYC) than 
the classic gaming expo of the past. 

A bright spot was the decent sized display 
of retro arcade games (about 75 machines) 
courtesy of Videotopia (www.videotopia. 
com); but even that wasn’t enough to bring 
back the feel of the Philly Expo of the past. 

I personally checked out all of the booths 
and was done within 15 minutes. After a 
pretzel & soda to drown my sorrows, and a 
quick chat with Jeff Anderson of Videotopia, 
I drove the 2 hours back home. 

Sigh. I miss Philly Classics. 
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Pinball Player’s Paradise 


he 23rd Annual Pinball Expo was once 

again held in Rosemont Illinois at the 
Wyndham O'Hare hotel, and I’m happy to 
report that it was a great time for all. 

It was an especially wonderful experience 
for me, as I finally got to meet one of my 
personal heros, Eugene Jarvis (read all about 
my “geek moment” in my Last Word column 
on page 64). There were a number of pinball 
“superstars wandering around, such as Pat 
Lawlor (who had a great presentation and 
fireside chat). 

Attendance was down slightly this year, 
but the energy level remained high, especially 
in the PinBrawl and FlipOut tournaments. 

(I loved the 300-insipired theme this year: 
“This Is Pinbrawl! Prepare for Glory!”) As 
always, the tournament area was packed dur- 
ing the competitions, and the cacophony of 
pins drowned out any chance for any sort of 
communication other than hand gestures. 

Luckily for myself and my store manager 
Jan Henshaw, our GameRoom booth was far 
enough away from the free play area so that 
you could actually talk to people (and talk I 
did—lI lost my voice by Sunday morning, but 
I enjoyed talking to everyone who came to 
the booth!) 

I was so busy talking to everyone that 
I never actually got a chance to play any 
pinball, even over four days, and there was a 
great selection of pinball machines in the free 
play area to choose from! (A special thanks 
for the chance to take some close up shots of 
your [ee’d Off pinball machine, Korn!) 

It was a great chance for everyone to see 
new products, such as the pinball LED prod- 
ucts from Bay Area Amusements. There were 
also a number of great pinball seminars, on 
everything from Rock ‘n Roll in Pinball to a 
new technique for printing replacement art 
directly onto a pinball playfield. 

‘The vendor’s area was full, and this was 
a great opportunity to pick up some new 
parts or a new translite (or a subscription to 
GameRoom: a special thanks to all the new 
subscribers!) 

Pinball Expo is truly a “Pinball Mecca” —if 
youre into pinball as a hobby, you really owe 
it to yourself to make the pilgrimage to Rose- 
mont Illinois at least once in your life. It’s an 
experience you won't soon forget! 
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Pp reviously we have discussed how to scan 
and digitally restore your restoration 
arcade artwork, but once you have a perfect 
file on your computer... what next? 

You have to print your new artwork out, 
and a home printer will not do the job. There 
are two ways to print artwork: You can buy 
the equipment and do it yourself, or take 
the artwork files to a sign printer or arcade 
specialty printer. 


Using a Sign shop 

Using your local sign shop is the easiest way 
and requires the smallest up-front cost. It’s as 
easy as putting your new file on a CD-ROM 
and taking it to your local sign shop. They 
will look at the file and quote a price. Pricing 
varies widely, but you may catch a break if 
they can add your print to an existing job 

to fill out otherwise unused space. This may 


Apply Final Artwork 
to your machine 


Print Yourself 
Or Use a Local Sign Shop 


Make Your Own Arcade 


Restoration Artwork 
A How-To Guide 


or may not be expensive depending on your 
relationship with the sign shop. 

You should take an example of what you 
want with you so the sign shop can see what 
you are expecting. It will help the sign shop 
to see what a CPO looks like if they have 
never seen a control panel overlay before. 
Very few sign shops can print directly on 
acrylic and none can print directly on glass. 
You will have to settle for a backlit sign 
placed behind clear acrylic or glass. 

When submitting artwork to a sign 
shop, you will want to group similar pieces 
together. By placing all of your self-adhesive 
jobs (sideart and CPO’s) in one big print job, 
you can save space and time by printing them 
together. Create a second job for marquees 
or translites because those would be printed 
on backlit material so light can shine through 
them. You pay for one large piece instead of 

: several small pieces. You 
can then cut them out 
yourself and save a lot of 
money. You will want to 
use this method even if you 
are printing on your own 
equipment to avoid wast- 
ing material. 

You may also consider 
having two prints made 
which can reduce the over- 
all cost. Then you can sell 
the extra print to recover 
your printing costs. 

You can also have a 
company that specializes 
in arcade artwork printing 
like mamemarquees.com 
print your artwork. They 
will already know what 
a Control Panel Overlay 
should look and feel like, 
or what material a marquee 
should be printed on. 

Most people will choose 
to have a sign shop print 
their artwork. This is the 
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(available as full side, half cabinet, 1/3 c 
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CONTROL PANEL 


least expensive option if you only need a 

few pieces printed. If you are a dealer who 
wants to produce in-house artwork, this may 
or may not be practical depending on how 
many pieces you need to produce and your 
Photoshop skills. 

The benefit of using a local sign shop is 
that you have no out-of-pocket expense for 
equipment. The drawback is that you will 
pay more for each piece. When the sign 
shop quotes you a price, you can figure that 
their actual material cost is 10% to 25% of 
the price they quoted you. They must have 
this kind of a markup for the business to 
be profitable since most of their cost is in 
labor/overhead. 

Up to this point I have only discussed 
real sign shops, not corner copy shops. The 
copy shop down the street may be capable of 
printing larger items but they have a one-size- 
fits-all mentality. They print on one material 
and you take it or leave it. Usually that mate- 
rial is glossy paper. They use one kind of ink 
and it is unlikely the operator even knows the 
difference between Dye and Pigment inks. 
Dye inks will fade over time. Pigment inks 
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will last much longer but they also do not 
produce as many colors, especially deep reds, 
or look as nice as Dye based ink. 

The quality and competence of copy shop 
employees varies too much, plus they can be 
very expensive. A proper sign shop will have 
materials that will stand up over time, will 
not fade, and will be durable. Glossy paper 
may be an acceptable option for some home 
projects, but you will have to glue it to your 
cabinet as sideart or a control panel overlay. 
A sign shop can print on adhesive vinyl 
which will adhere without an exposed edge 
to wick in moisture. 

Make sure you always have your prints 
laminated. Lamination is a thin, clear vinyl 
sheet covering the front of the artwork. This 
material not only protects the artwork from 
scratches and moisture, it alters the colors 
and makes them really pop. Glossy laminate 
looks the best but it is not truly original. A 
matte finish is more true to original sideart 
but when anyone compares glossy and matte 
sideart, they always pick glossy as the best 
looking. You can use the same laminate for a 
control panel but a thicker textured lami- 


TRANSLITE or BACKGLASS 


PLAYFIELD 
(Plastics are installed on the playfield) 


UPPER SIDEART 


nate is preferred because it will give more 
protection and will not show scratches as 
easily. Most original CPO’s used a textured 
covering to resist scratches. Regular glossy or 
matte laminate is suitable for home use. 7 


Printing It Yourself 

Printing your own restoration artwork 
requires special equipment which is out of 
the reach of the average person. You can 


print small items, like instruction stickers or 
button labels, on your home printer using 
self-adhesive sheets from the office supply 
store, then have them laminated, but you 
cannot print full side sideart. For larger items 
you need a big printer and a big laminator. 
Big printers are actually called Wide Format 
in the business, and they print from paper or 
vinyl rolls and instead of sheets. Among wide 
format printers, there are two types, Aqueous 
and Solvent. Aqueous inks are water-based 
and these print on paper. They can also print 
on self-adhesive vinyl but it requires a special 
coating which makes it expensive and the 
quality is not very good. Aqueous printers 
produce the highest quality prints. Solvent 


ink is used by professional sign shops to print 
on vinyl materials. Solvents bite into the 
vinyl, making a permanent bond with the 
material. These are the same printers used to 
make the colorful vehicle signs and vehicle 
wraps you see on commercial cars and trucks. 
Solvent prints are usually meant to be viewed 
from a distance so the quality is not as good, 
but newer printers produce prints that rival 
Aqueous quality. 

Arcade dealers, who need to restore games, 
may find it worthwhile to buy the equip- 
ment. They can then reproduce many items 
on demand, to the size needed, as well as 
custom artwork which can open up a new 
business opportunity. The minimum a dealer 
can expect to invest in an Aqueous printer 
and a laminator is $7k—$10k and a full 
service shop with both Aqueous and Solvent 
printers would be on the order of $50k+. 
Many dealers may find they can get by with 
a smaller setup and a less expensive lamina- 
tor, as long as they limit their size to 25 inch 
wide prints. 

If you are restoring your own game, then 
a local sign shop is the best option to print 
your restoration artwork, and it will be the 
only economical option for small jobs. Some 
dealers may decide to purchase their own 
Aqueous printer and keep their production 
in-house. Either way, you will find you have 
opened a new door once you see how easy it 
is to create and produce custom and restora- 
tion graphics. You may soon find yourself 
looking for another cabinet to restore, once 
you know how much fun it is to see your 
work on a real cabinet. 

Michael Ford 


ClassicArcadeGrafix.com 


Pinball Playfields at a Sign Shop? 


| Pinball playfield overlays are used to 

cover severely worn playfields. When you 

cannot touch-up the playfield and there 

are no replacements available, you may 

have to use an overlay. Have your playfield | 

printed on self-adhesive vinyl, like sideart, | 

but laminate with a 10 mil polycarbon- 

| ate glossy, smooth laminate. This is a 
thick laminate that is similar to very thin 
acrylic. It is clear and very tough. Regular 
3 mil laminate will work but is not as 
good and will not last as long. Your sign 
shop will charge a premium for this lami- 
nate because it is very expensive. Many 
people opt to have their playfield double 
laminated in regular glossy laminate and 
accept the fact that it will not last as long 

| but will still look great. 
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Think Again! You Need 
PinGab Protectors 


The damage is done, With the leg removed, PinCab Protectors 
and it only gets worse the fullextent ofthe cover up existing dam- 
with each additional damage to the cabinet age and prevent any 
game played! is visible. further damage. 


¢€ Provact Your Investments 
Orcler 


Call or e-mail us fora 
price quote, restoration 
details, shipping your 

game to us, or for a list 
of our games for sale. 


eat, 


Other joddies awileble m rp n @ 2) i n ba Ifa natic.com 
dearicchairtolePoecer =. -_PhONe: 801-944-8505 


32 GameRoom|December, 2007 


t 
: 
] 


Go Ahead: 
‘Tell Us What 
You Really Think! 


_ Fill out the survey on the back of this page (or visit www.gameroommagazine.com ia 


the online version) for a chance to win one of several great prizes, including the grand 


prize: a complete set (19 volumes) of every issue of GamcRoom Magazine ever pub- 


lished in digital format! 


Just answer a small handful of questions and youre entered! We're looking to give you 


— more of what you want in GameRoom Magazine, and the only way we can do that is if 


we actually know what you want—so tell us! Whip out byome pencil, fillina few boxes,and — 


send it in. n. You j just might wina great prize! 


° inl Prize: 19-volume set of the GameRoom Digital Archives 


_ « 1st Prize: King of Kong Poster, Hat, and Copy of the August 


_ 2007 issue of GameRoom, signed by Steve Weibe! 


> 2nd Prizes (7 in all): King of Kong Hat 


- 3rd Prizes (9 in all): amg: of Kong Movie Poster 


Enter Today 
Contest Ends February 1st! 


Enter Online: 
~ www.GameRoomMagazine.com 
or mail survey on the other side of this page 


Entry Form Notice 
lf entering by mail, please note 
this top portion is your contest 


Name: 


GameRoom 


Magazine 


Address: entry, and will be detached once 
received —your survey answers 


City | State ZIP 


Section 1: Demographic Information 


will be completely anonymous and 


confidential. 


Reader Survey 2007 


1) Gender? 3) What is the highest level of education you have completed? 
| |Male [ | Female [ | High School/GED 
|_| Some College/2-Year Degree 
2) Whatis your age? |_| 4-Year College Degree or higher 
| | 18-25 
|_| 26-35 4) Whatis your total household income? 
| | 36-45 [| Less than $20,000 
|] 46-55 |] $20,000-$50,000 
| | 56-65 |] $50,000-$100,000 
[_]65 or higher |] $100,000-$150,000 
| |More than $150,000 
Section 2: GameRoom Magazine 
5) Favorite GameRoom columns? 7) What would you like more of in GameRoom? 
(Rank Your Five Favorite Columns from 1 to 5) (Rank Your Favorites from 1 to 5) 
|] GameRoom Mailbox | | Jukeboxes 
[ _] GameRoom News by Mitch Gerson [| Pinball 
|__| Lost Arcade Classics by Kyle Snyder |_| Arcade Video 
|__| Tales of the Silverball by Rob Craig |__| Slot Machines 
|__| The Wayback Machine by David Ellis |_| Collectibles 
|__| Restoring Arcade Artwork by Michael Ford | | Vintage Coin-Op 
|__| The Many Incarnations of... by Jonathan Imberi |__| Modern Coin-Op 
|]! Remember Them Well... by Bruce Moyer |__| Modern Home Gaming 
| _] TAFA Classic Arcade Flyer by Dan Hower |__| Classic Gaming Consoles 
|__| Auction Watch by Tim Ferrante and Scott Voisin | | Game room decorating 
|__| GameRoom of the Month [ | How-To Articles 
|__| Coin-Op Confessions [ | Repair and Restoration 
|__| Scoreboards (IFPA and Twin Galaxies’ Records) |_| Interviews 
|__| The Last Word by Kevin Steele |__| Advertisements 
6) How recently have you purchased something from 8) How would you rate the overall value of your GameRoom 


GameRoom’s advertisers? magazine subscription? 
|_| This month | | Excellent 
|__| Within the last 3 months |_| Very Good 


|__| Within the last 6 months 
|__| This year 


|_| Never 


Suggestions or Comments? : 
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|_| Good 
| | Fair 
|_| Poor 


Mail to: 
GameRoom Magazine 
12943 Kingston Way 
North Royalton, OH 44133 


Rev. 1 


THE WORLD’S LARGEST GAMING SUPERSTORE 


«BMI BUYING POWER 
CREATES HOLIDAY BONANZA! 


Head2Head Comparison 


2006 2007 
Features | Spectrum Avanti Elite(T) | Spectrum Elite(T) 


Monitor 17" LCD | 19° LCD 


Decals Yellow, Orange, Red Red, White, Blue 
Step ~ Rubber Diamond Plate | | ! 
Price $7,275.00 $2,975.00 ae 
PC Platform Identical? 
Upgrade Ability Identical! 
Game Play Identical! paebacacce ec etal aka 


Lighting Identical! 


Alpine Ski (Taito, 1982) 


elcome back to the “Lost Arcade, 

where, being video arcade historians, 
(archadeologists, should we say?), it’s time 
for us to examine another forgotten title 
from the game rooms of years past. Today’s 
selection... Taito’s Alpine Ski, a simple, yet 
addicting racing title that seriously tests the 
* reflexes of even the best players. 

I’m also peppering this article with quotes 
from the greatest 80’s teen angst dark com- 
edy, “Better off Dead”. As you no doubt re- 
call, a large basis of that film revolves around 
a skiing championship, so I figure its quotes 
will nicely compliment a review of the 1982 
Taito arcade sleeper. 

Each level of Alpine Ski presents three 
different skiing contests. The first screen is 
a downhill skiing simulation, which is fol- 
lowed by screen two’s slalom course, and then 
wrapping it all up is the third screen’s ski 
jump round. Completing these three screens 
brings you back to the downhill to do it all 
over again, and of course, increases the level 
of difficulty. 

“Go that way, really fast. If something gets in 
your way, turn.” — Charles DeMar 

As the first screen begins, the player is 
treated to a bird’s eye view of our skiing hero, 
clad in yellow (I never knew you could ski 
ina rainslicker), and sporting dark reddish 
brown skis. To create the illusion of travers- 
ing the slope, the skier is pointed north, and 
the obstacles scroll downward from top to 
bottom around him. Thus, he appears to be 
“downhill skiing”. | 

Tapping the joystick left or right angles 
the skier and boosts his speed a little bit. 
Pressing the button on the control panel also 
increases speed, no matter what direction the 
skier is pointed. 

The player is given 2 minutes 30 seconds 
on the clock, and has to avoid obstacles such 
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as trees, boulders, other skiers, and snowmo- 
biles. Colliding with an obstacle does not 
“take a reserve life” as in most games, in this 
case, it subtracts 10 seconds from the clock. 
This does not mean you should treat the 
skier as invulnerable. A few missteps are to be 
expected, but too many will eat up your time 
and make it impossible to finish the run. The 
skier is awarded roughly 80 points for every 
second he remains skiing... in other words, 
doesn’t crash. 

Extra points appear on the course as blue 
numerals, and skiing directly over these digits 
adds their total to your score. I’ve found, 
however, that the collision detection be- 
tween the skier and these point values seems 
a bit shaky. It seems to help if you move 
across the center of the numbers at a slight 
angle instead of skiing straight over them. 

Generally speaking, these point values 
increase the closer they are placed to any 
hazards, from a low of 100 points, to a high 
of 1,000 points. Grabbing extra points is not 
absolutely necessary to complete the course, 
but keep in mind that if 10,000 points is 
achieved in the round, ten extra seconds will 
be added to the clock. 

Big points are achieved for skiing across 
frozen ponds. Sliding across a pond and then 
grabbing the point values on the opposite 
side adds anything from 500 to 2,500 points. 
However, the icy surface may make the skier 
temporarily lose control and skid, threaten- 
ing to send him careening into a tree or rock. 
This is the “white knuckle” moment of the 
game, and players will likely find themselves 
jamming the joystick in the opposite direc- 
tion of the skid in a desperate attempt to 
right their path. 

However, much like your driver’s ed 
teacher taught you, you should steer into the 
direction of the skid to regain control safely 


in the game’s memory than what the monitor is actually displaying at 
any moment. The slope’s extreme edges are marked with an impas- 
sible wall of trees, and no skier shall pass that boundary. 

Look Charles, I gotta do this. If I don't, I'll be nothing. I'll end up like 
my neighbor Ricky Smith. He just sits around crocheting all day and 
snorting nasal spray. - Lane Myer 

This brings us to the ski jump, the final screen in the level. This is 
a one shot deal, a moment of truth. Time to separate the men from 
the boys, and grab the bull by the horns. Put up or shut up, and do or 


die! (well, there are no “deaths” in this game, as this is a non-violent 


contest... but you know what I mean!) 
The first thing you'll notice is the playfield has changed somewhat. 
The upper 25% of the screen now displays a side view of the ski jump 


platform, and the remainder of the screen shows a bird’s eye view of 


oe ereener 


the skier, just like in the previous courses. 
The object here is to watch the skier as he makes his way down the 
* ” ski jump (on the side view), then hit the speed button as he launches 


off the ramp (on the birds-eye view). Getting the timing right will 


Y, ; maximize your bonus points in a range of 2,000-4,000 points. 
Then it’s a return to the downhill course, but as we are now on level 


two, the obstacles are more numerous, and placed so as to make skiing 


even more treacherous. 

I think all you need is a small taste of success, and you will find it suits 
you. — Monique Junot 

Although some may complain about the overall “sparseness” of 
the visuals, a screenful of mostly white communicates vast snowdrifts 
rather seh thank oe This is the pues: opr eee of traditional 


- Now payerscan grasy ‘the hy 


and quickly. Steering against the skid can make matters much worse. 
Buck up little camper, well beat that slope together. - Charles DeMar 


As the downhill course comes to an end, you'll notice a large empty 


patch of snow (no obstacles), followed by a small forest. The game 
automatically swooshes your skier to a stop before reaching the trees, 
and the slalom course starts shortly thereafter. 

The slalom is very similar to the downhill run, with the added 


incentive of flags that must be navigated around to gain extra points. 
The flags appear either solo or in pairs, and clipping a flag deducts 
100 points from your score. Solo flags need to be passed on the side 
where the numerals are located, and pairs of flags must be cleared by 
skiing between them. Clearing flags are worth a range of 100 to 1000 
points, and as far as the pairs go, the closer they are positioned to 
each other, the higher the point value. 

The frozen ponds are here once again, now with more treacherous 
rocks and trees surrounding them. Once again, higher point values 
on the opposite side will tantalize the hot shot arcader. 

As the round begins, ten extra seconds are added to the clock, 
(provided that you scored 10,000 points on the previous screen), 
but that’s only added to what was /eft over after the completion of 
the downhill run. So in other words, you need to complete both 
the downhill azd the slalom in the initial two minutes and thirty 
seconds. This proves why earning extra time during the slalom for 
topping 10K is so critical! 

If you choose to travel near the edge of the screen on either the 


be : 1256 Estes Ave., Elk Grove Vil = 
downhill or slalom courses, you'll find the display follows your lateral ee : va Se eee, 


movement somewhat. This is because the slope’s playfield is “wider” 
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early 80s “space” games, in which the back- 
ground is typically solid black, and relies 
wholly on the game characters to deliver the 
visual splendour. 

Alpine Ski’s graphical charm is delivered 
via other skiers, (awkward beginners who 
tend to get in your way), large imposing 
boulders, clunky snowmobiles, and five dis- 
tinctly different species of tree. The ponds are 
an appropriate ice blue color with diagonal 
stripes across their surface (representing 
skyward reflections) and are surrounded by a 
ring of white frost. 

The opening sequence (seen after pressing 
the start button, but before the game begins 
proper) features a cute animation of skiers 
ascending a hill on a lift, while a happy jingly 
tune plays. This tune compares very favorably 
to the opening jingles of other titles from 
“the class of ‘82” such as Super Pac-Man, 
Time Pilot, and Dig Dug. 

The attract mode features a charming 
and effective image of snowfall, from which 
bright white letters spelling out “Alpine Ski” 
rise from the snow itself. 

The background music is upbeat as to be 
expected, and it reminds me of the type of 
tune that would accompany a circus’ “clown 
car” as it drives around, then comes to an 
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abrupt halt and spills out way too many 
clowns for that little Volkswagen. 

The sound heard when hitting an obstacle 
recalls the typical “wrong answer” buzzing 
effect used in a lot of classic tv game shows, 
and it makes for a humorous accompani- 
ment to the image of the skier tumbling head 
over heels into the snow. The swoosh of the 
snow when adjusting your skier’s angle and 
the screeching sound when sliding across the 
ponds are well done as well. 

I think I just froze the left half of my brain! 
Look! I can't move my right arm! — Charles 
De Mar 7 

Despite its wintery setting, Alpine Ski is 
rooted in the overhead racing game genre 
best typified by games like Sega’s Monaco 
GP (1980) and going back as far as 1975 
with titles like Atari’s Hi-Way, and Midway’s 
Racer, and Wheels driving games. 

Alpine Ski was released in the standard 
‘Taito cabinet of the era, sporting generic 
Taito side art. The overall color and the Taito 
logo itself on the side of the cabinet were cast 
in a soft blue, which was accented with black 
stripes. This is a more visually appealing 
combination that the rather garish two- 
tone green color scheme of the Jungle King 
/ Jungle Hunt cabinet, or the uninspired 


blandness of the grey and black Qix. 

Although the cabinet is very sparse in 
terms of artwork, the marquee features a cute 
touch, in a layer of snow that has accumu- 
lated on top of the Alpine Ski logo itself. 

Interestingly, Taito also released a “sister 
title” in 1983 called Water Ski, released only 
in Japan. Water Ski challenged the player 
to guide a water skier (makes sense, right?) 
around obstacles and over point values in 
the time allotted. It plays likes a remake of 
Alpine Ski, and also like a “bird’s eye view” 
version of earlier Lost Arcade Classic subject 
Tropical Angel. 

According to the September 1982 issue of 
RePlay Magazine, Alpine Ski’s United States 
debut was in April of 1982. However, the 
copyright date on the owner’s manual states 
1981, and advertising flyers for the Japanese 
release list “1982-1” as the copyright year. 

I suspect that the game was released very 
late in “81 in Japan, and then imported to 
America months later. 

So, until we make our next trip back into 
the “Lost Arcade”, keep searching out those 
obscure titles that didn’t get much love the 
first time around. You may just find your new 
favorite. Have a wonderful holiday season, 
and “Mercy Buckets” for reading! 
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An Arcade That Fits Under Your Christmas Tree 


n past installments of The Wayback 

Machine, I’ve talked about how bring- 
ing the arcade experience home was one of 
the driving forces in the home video game 
market of the 70s and early 80s. As arcades 
started springing up everywhere and every 7- 
11, K-Mart, and hotel lobby sported at least 
a couple of coin-op games, it became obvious 

‘to manufacturers of home video games that 
it would be a solid marketing move to find a 
way to emulate popular coin-op games ina 
domestic setting. What kid wouldn’t want to 
wake up on Christmas morning and find out 
that he no longer had to go to the arcade to 
get a fix on his favorite game? 

Not surprisingly, the first company to 
succeed in the home market was Atari. 
Although they had to resort to marketing the 
game in the Sears sporting goods depart- 
ment, the original Pong console was a huge 
hit—so huge that, within a year or so of its 
release, every company imaginable was riding 
on the coattails of Atari’s success. 

Atari continued its dominance in the 
home market by aggressively licensing most 
of the biggest arcade hits of the day for the 
Atari 2600. While companies like Mattel and 
Coleco were forced to scrounge for B-list 
coin-op titles, Atari was pumping out hit 
after hit. Games like Asteroids, Centipede, 

‘Missile Command, and Defender to name a 
few were released exclusively for the 2600 (at 
least at first), making that system the hands- 
down winner of the first video game console 
wat. 

The problem was that the 2600 just didn’t 
have the power to accurately recreate coin- 
op games. The release of Pac-Man—a truly 
dreadful adaptation of the game—drove this 
fact home. Other systems, like ColecoVision, 
did a much better job, but the games still fell 
short of the originals graphics-wise. 


Today, the graphics of home video game 
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systems are, in many cases, far superior 

to those of their arcade counterparts, so 
younger gamers have never experienced the 
frustration of the home version of a game 
not living up to the arcade version. But the 
fact is that, even in the 80s, there was a home 
video game system that was able to produce 
graphics that were identical to coin-op 
games. Unfortunately, the video game crash 
ensured that this amazing system never had 
the chance to catch on. 


The game console in question is, of 
course, the Vectrex, which was designed by a 
company called General Consumer Electric 
(GCE). Originally released in 1982, Vectrex 
was vastly different from other home systems 
on the market. The most obvious difference 
was that, instead of connecting to a television 
and displaying raster graphics, Vectrex was 
self-contained. It sported a built-in 9” black- 
and-white vector monitor that could be 
fitted with overlays that provided games with 
playfield graphics and/or color (much like 


many early black-and-white coin-op games). 

To arcade enthusiasts, the possibilities of 
this system were exciting. Vectrex had the 
processing power and the display to allow 
it to play games identical to vector coin-op 
games. [he console shipped with a built- 
in game called Mine Storm that was an 
unabashed clone of Asteroids (and arguably 
more fun). A couple of the shipped cartridge 
titles also showed off the console’s abilities. 
Armor Attack was almost identical to the ar- 
cade version. This was also the case with Star 
Castle, a game that was available exclusively 
on the Vectrex. 

At the 2007 Classic Gaming Expo, one of 
the creators of the Vectrex, Jay Smith, talked 
about the development of the most unique 
video game console ever created. 

“The Vectrex itself started one time at 
lunch when some of our programmers and 
designers... went to an Army Navy surplus 
store, he said. “They brought back a one- 
inch diameter CRT... an old instrumentation 
unit from an airplane. They said, ‘wouldn’t it 
be great if we could put a little game on that 
CRT—maybe a handheld game or some- 
thing.” 

After a couple of months of discussion, 
and a few more trips to the surplus store, Jay 
and company came up with a product they 
called Mini-Arcade. The idea was a vector- 
scan game on a five-inch CRT. They sold the 
project to Kenner Toys. After about three or 
four months, however, Kenner decided they 
didn’t want to compete in the video game 
arena. 

“We then took it down the street to GCE, 
Smith said. “We had done a game watch for 
them and a game calculator, and we said, 
‘how about this?” 

GCE loved the idea and decided to pres- 
ent the game at the June, 1982 Consumer 
Electronics Show (CES) and get it into 


The fact is that, even in the 80s, there was a home video game system 
that was able to produce graphics that were identical to coin-op 
games. Unfortunately, the video game crash ensured that this amazing 
system never had the chance to catch on. 


stores for Christmas of 1982. 

“We said ‘sure, why not?’ Develop a whole 
game system, twelve games and so forth, in 
nine months? Piece of cake.” 

During the research and development pe- 
riod, the product that would become Vectrex 
went through a number of changes. The first 
was an increase in screen size from five inches 
to nine inches. — 

“This was a black-and-white [tube] 
resourced in the Orient for eight or nine 
dollars” Smith said. “It turns out that was 
cheaper than a five-inch screen and cheaper 
than a fifteen-inch screen, so this was the 
ideal thing to get it into the price range.” 

According to Smith, there were a number 


of factors behind the decision to go with 
a vector monitor rather than a raster-scan 
monitor. 


“Two words: zoom and rotate, Smith said. 


“If you remember back then, [with raster- 
scan] how do you make an object larger? You 
pull up another object from the memory and 
put it in there. How do you rotate it? You 
pull up another object from the memory. In 
vector-scan, you just tweak some numbers. It 
was wonderful! And also, there were a num- 
ber of outstanding games out there—not the 
least of which was Asteroids—|that were | 
showing all those things really well. And, 
besides, it was different.” 

The use of vector-scan rather than raster- 


scan also enabled Vectrex to get around pay- 
ing a licensing fee that all other video game 
systems were required to pay. Ralph Baer and 
Magnavox had a patent on the video game, 
and the key to that patent was collision 
detection. 

“You really can’t have much of anything 
if you don’t get two objects together,’ Smith 
said. “Whether you're batting them, swatting 
them, steering them on a road... anything, 
you have to know when two objects are there. 
There’s only one [home] video game system 
that was ever done that was not covered by 
that patent and that was Vectrex—because it 
wasn’t in a raster-scan video system, it was a 
vector-scan. 
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Of course, the vector monitor did pose 
some difficulties. One big problem was 
displaying text for instruction screens. Every 
letter consists of a lot of individual lines. 
Vector technology is such that a line starts to 
fade after about 20 milliseconds. So, when 
a lot of text is required, the number of lines 
that have to be drawn and redrawn to display 
the text is prohibitive. The team was forced 
to come up with a creative solution. : 

“Two of the key guys in this whole project 
[were] Jerry Carr and John Ross,” said Smith. 
“One of the schemes [Jerry] came up with 
was to draw a raster-scan little box for text. 
He drew seven lines, and turned the beam 
on and off, and you could put text out on 
that line. That way, you only drew seven lines 
instead of 23 or 123 fora line of text.” 

The developers also got creative about the 
monitor's electronics. A person familiar with 
vector monitors who opens up a Vectrex will 
see a number of interesting differences in 
how the monitor is put together. 

“In a regular CRT, the beam just goes back 
and forth,’ Smith explained. “We built our 

“own high voltage system to be able to control 
the beam a little bit differently for the vector- 
scan system. 

“We also put different coils around the 
TV tube to control the movement of the 
beam. The regular CRT raster-scan has to 
go sideways at a very monotonous back and 
forth rate, but it doesn’t go up and down and 
pause and move all over. So we developed... 
our own coils...to move the beam to our 
specifications.” 

There were, of course, other technical con- 
siderations as well. One was which processor 
to use. The team settled on the Motorola 
6809. 

“There was alot of considerations about 
Intel processors, Motorola processors, which 
version of the Motorola processor, and what 
would have the longest life after we started. 
Which we could add on and do the most 
things with,” Smith recalled. “Tt turned out 
to be a great choice.” 

The 6809 processor allowed the team to 
incorporate digitized voice, something that 
wasn’t at all common at the time. The Vectrex 
game Spike was one of the first talking home 
video games. 

The team also had to make a decision as to 
how they would ship the included game—as 
a separate cartridge or to build it into the 
unit itself. It turned out to be cheaper to 
do the latter. So, the Vectrex shipped with 
a built-in 8K ROM—4K for the operating 

“system, and 4K for Mine Storm. 
The prototype for the Vectrex and the first 
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twelve games were completed on schedule, 
and were presented at the 1982 summer CES 
as planned, and the Vectrex was in stores by 
Christmas. 

With Vectrex successfully launched, Jay 
Smith and his team went to work immedi- 
ately on plans for a follow-up system. They all 
agreed that their focus should lie in moving 
the Vectrex from black-and-white to color. 

“We scratched our heads, and we worried 
and wondered,’ he said. “Even then, they 
were essentially doing the razor and blades 
thing—they were losing money... selling 
the base unit, or certainly not making any 
money, and trying to make it up in all the 
cartridges.” 

With cost in mind, the first thing the 
team did was look at a color tube, but the 
price was prohibitive—at least three times as 
expensive as the black-and-white tube. It also 
had three times the electronics inside. They 


quickly determined that a true color moni- 


tor was impractical. That didn’t stop them, 
however. 

“We looked at the regular black-and-white 
tube that we had and thought, ‘well, what 
happens if you put two layers of phosphor on 
the tube?” he said. 

On a black-and-white tube, there is a layer 
of white phosphor. When the electron beam 
hits it, a white line is produced. Instead of 
this, Smith’s team instructed the tube manu- 
facturer put on a layer of red phosphor, let it 
dry, and then put a layer of green phosphor 
over that. The theory was that, by varying the 
power of the electron gun, the beam could 
be made to go through one layer and hit 
another—thus producing different colored 
lines. 


“We put one together and, sure enough, it 
worked,” he said. “So, right near the end of 
the run, we produced a Vectrex that could 
do green lines, red lines, and something in- 
between depending on where the power of 
the electron beam was. 

“Now, the limitation on that is that, to 
control the power... 18,000 or 16,000 volts... 
and rapidly switch between the two was 
quite a trick. At best you could switch sort 
of fast between the two. So you would start 
out drawing a line and it would be green, and 
you would switch...to a red line and it would 
slowly go along the line from red to green. 
But it got there. Created the effect. Pretty 
neat. 

Unfortunately, although a prototype color 
unit was completed (and, in fact, still exists), 
it never made it to the marketplace. Vectrex 
hit the market at a very volatile time. Shortly 
after the console was introduced, Milton 
Bradley purchased GCE. The toy giant 
added to the library of games (there were ap- 
proximately 30 games total produced for the 
console) as well as 3D goggles and a light pen 
attachment. None of these factors could fight 
the downturn of the video game industry, 
however. 

“In 83 and ’84, the whole video game 
industry collapsed in on itself? said Smith. 
“Too many terrible games [with] no money- 
making opportunity at all. And... this was 
new to the retail trade. They dealt with board 
games, and cards, and things like that. Elec- 
tronic things were always kind of scary to 
them anyway, so when the sales began to fail 
they said, ‘oh, that’s it—electronics is over, 
and went on to the next [thing].” 

I can still remember when I first saw the 
Vectrex on the shelf at the local Toys-R-Us. I 
was enthralled by it. My dream of having real 
arcade games in my home was sitting there 
on the shelf, just waiting for me to buy it. But. 
I held off. Even then, I could see what was 
happening to the industry, and I figured I'd 
get bored of a video game system that wasn't 
being supported with new games. 

I did, however, treat myself to a Vectrex 
(courtesy of eBay) a few years back, and 
purchased a multi-cart containing all of the 
games available for the system on one car- 
tridge. Even now, Vectrex is one of the cool- 
est game systems ever made, and the games 
are still incredibly fun. I highly recommend 
the console—it’s a great addition to any clas- 
sic video game collection. Even if all of your 
other classics are coin-operated, you could do 
worse than to find this little arcade-in-a-box 
under your Christmas tree this year. Even if 


you have to put it there yourself. GR 
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started playing pinball in 1962 at the age 

of eight. I liked to bowl and I pestered 
my father to take me to the new “modern” 
bowling alley that just opened up in Sumner, 
Washington. We walked in and the place 
was big, clean, and inviting, far different 
from the dingy alley in downtown Puyallup. 
Something with lots of color caught my eye 
in the corner, and I asked my dad what it 
was. He said, “Son, it’s a pinball machine.” 
I completely forgot about bowling and had 
to look this strange object over. It only cost 
a nickel to play, and I was hooked. I remem- 
ber the wood, the small flippers, that neat 
bumper that would rise up and down in the 
playfield, that big oil derrick, and the large 
red car with the fins on the backglass. After 
that first day I asked my dad over and over to 
go to the ally to play the pinball. From time 
to time he reluctantly took me there and was 
bored to death while I played that game. As I 
think back on those times, it brings a tear to 
my eye that my dad would spend a lot of his 
valuable time taking me there. He hated pins 
and bowling, but he did it for me. | 

A year later I met a local kid that had a 
pinball in his basement. I think he heard me 
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talking about pinball to one of my friends, 
and he invited me over to play his game. I 
was awestruck that anyone would have such 
a device at their home. I only remember go- 
ing to his house one time, but I had a great 
time playing his pinball. It was all wood, and 
had this amazing ability to spit lots and lots 
of balls onto the playfield. It also had this 
dancer on the backglass. It was quite differ- 
ent than the other game I played. 

Over the years, I would play any pinball 
that I would see if I had change in my pocket. 
I thought they were wonderful devices. 

When I went away to college in Idaho in 
1972, I had a little more disposable income. 
The drinking age was only 19, and I spent 
quite a bit of time in the local bars. Much to 
my surprise, most of the bars had at least six 
pinball machines. What’s more, instead of a 
replay, they had the games wired up to light 
a lamp on the top of the game that awarded 
the player a free beer token. I thought this 
was great stuff. While I thought my skill 
level was slightly above average (I could win 
a token about every third time I played) one 
of my roommates won virtually every time he 
played. It was wonderful. My study schedule 
allowed me to go to the bars to play pinball 
on Wednesday and Saturday nights. 

In 1976, I moved to San Diego to go to 
graduate school. The time that I had avail- 
able to play pinball significantly decreased. I 
would play if I had the time, but only rarely. I 
met my wife to be, Ginny, in 1978, and after 
introducing her to pins she liked to play pin- 
ball as well. We would go to the local “tilt” 
arcade and play “doubles”. One person would 
take the left flipper, and the other would take 
the right. We would play off and on for the 
next few years, but never seriously. 

When I finally graduated from school and 
joined the work force, my time to play pins 
virtually dried up. I do not remember playing 
much of anything from about 1981 to 1993. 
I missed a generational change in pinball 
during that time. In 1994, for some reason, 

I decided that I should buy a pin and keep 

it at home. I checked the local papers, and 
purchased a Williams Dealers Choice. I had 
a great time playing it for one week. Then it 
stopped dead. I soon realized that unless I 
learned how to work on a pinball machine, I 
could not very well have any at home. I dis- 
covered Steve Young at the pinball resource, 
and learned quite a bit from him. I purchased 
the schematic for the game, and then dove in. 

The problems with Dealers Choice were 
not that bad. I got it fixed fairly quickly, 
and I got the bug to buy another game. Two 
turned into three and so on. 


I often thought about the two games that 
I first played, and started to buy some books 
about pinball machines. I found out that 
the first game was Williams Gusher, and the 
second was Bally Balls A Poppin’ I decided 
that I was going to try to find and then buy 
those games. I luckily found a very nice Got- 
tlieb Lady Luck and a United Major League 
Baseball that were for sale locally. I absolutely 
loved playing those games. It became appar- 
ent very quickly that I loved virtually any old 
pinball machine, and started buying anything 
that I could find. Some of the games that I 
purchased were not very interesting to me, 
and I fixed them up and sold them. That 
money allowed me to purchase other games. 

I found that most people liked EM 

machines manufactured after 1970, and 

they preferred SS machines when given the 
choice. That was fine with me. I would gener- 
ally keep any game older than 1970, and I 
was particularly interested in space-themed 
or animated games. I quickly had over 180 
games, and had them stored all over the 
place. Approximately 40 are for sale, and the 
balance are my personal collection. 

After talking with Tim Arnold about the 
thought of displaying my games, I started 
thinking about buying a commercial building 
in downtown Escondido, California so that I 
could display my games. At the same time, a 
rental house that we own was ransacked by a 
deadbeat tenant. It turned out that if one am- 
ortized the loses from that tenant, coupled 
with the savings in storage fees, I could dis- 
play the games in our house for several years 
at the same relative cost. My wife was willing 
to let us take that loss, and the San Diego 
Pinball Museum was born. A good friend of 
mine, Franz, has agreed to let me display the 
games that I wish to sell at his business. 

There are 100 games on display at the 
museum. They are generally arranged in 
chronological order, and I have an informa- 
tion card with each of the games describing 
the name of the game, the date it was made, 
special items about the game, and so on. 
“They have all been cleaned and shopped, and 
for the most part they all work. 

I have about 11 pre-flipper games, 35 flip- 
per wood rails, 44 metal rails, and about 10. 
games that are newer than 1970. They range 
in the date of manufacture from 1933 to 
1989. I have a couple of arcade games includ- 
ing Computer Space, and I do have a Gusher 
and a Balls A Poppin’ in the display. 

Anyone is welcome to visit the museum, 
but you must email me at astscy@aol.com so 
that I can arrange a time that will fit both of 


our schedules. 
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e VIDEOS - From Space Invaders to 
Cham tg 


COIN-OP TV - DVD VOLUME 1 


- Episodes 1 - 20 of COIN-OP TV 
re-mastered in high quali 
90 minutes worth of prog 


. HARD TO FIND PARTS available 
panepongn m sane and scnonsatics 


Interviews with 


- GAG Al dO-NIOD 


knberviswe and event coverage wi 
World Record holders, collectors, gam producer, 
artists and much more! DVD contains exclusive 
content not found anywhere else! 


Never before seen audition tapes 
of hosts Taryn and Nafeesa 


All Rights: Reaeryed oe www,coin-op.tyv for more info 
hirsty Films DVD production 2007 


OIN-< OP Vv DvD VOLUME 1 


/ Over 90 minutes of COIN- OP. TV episodea | fo eied for DVD 
_ Interviews with Walter Day, Todd Rogers, Brian Kuh, Mark Alpiger Mike Halle 
(Gravitar/Star Wars), Jon Gibson (i am 8-bit), Dwayne Richard, Steve Hertz, Keith 

_ Robinson (Intellivision), SNK, Capcom, Namco and more including the ‘All Girl Air H 

_ Game’ from Funspot 2005. 

* Most gamers featured in the movie THE KING OF KONG (dir: Seth Gordon) are on D 

_ * Bonus Content - 2 never before released episodes - an interview with Scott Evans 
Collector) and David Cruz (Tron World Record Holder) 
_ - More Bonus Content - Never before seen audition Sele: 
_ Nafeesa DeFlorias 


-WWW.COIN-OPTV ($148 


Distuibutor for the Deutsche Wurlitzer Cmé 4.1015 “Cne Mare Time ” Jubel 


The design of the classical “1015” has the latest technology of a 
modern jukebox. Its transistorized stereo amplifier, with automatic 
level control and electronic overload protection, produces 200 
watts of music power of the best hi-fi quality into six speakers of 
the three-way stereo system. It plays 100 selections on a superb 
Shure magnetic pickup. Back illuminated rotating color drums and 
bubble tubes generate illumination effects. 


The Deutsche Wurlitzer GmbH ONE MORE TIME is optionally 
available with infrared volume control, bill acceptor, and wall 
speakers. 


Why settle for an imitation when you can have the real thing? 
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Li 
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ae 


a ZYGM1 015@aol. com 


Frank 2ygrrent 
POB 542 — Vhiebonzed. IL 60559 
Ph: (630) 985-2742 — Fax: (630) 985-5151 


Call or Write For Literature! Available as 45s or CDs! 
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I always get comments from readers who tell 
me “Id love to submit my game room, but 

its so small. Well, as Eric Strangeway aptly 
demonstrates, it’s not the size that matters. 
Congrats on a great GameRoom of the month! 


purchased my first pinball machine, a 

Bally Twilight Zone, about 3 % years ago 
in February of 2004. I had graduated from 
college six months earlier and moved from 
Milwaukee, WI to Oshkosh, WI, a city of 
60,000 people and about 100 miles north of 
home. I found myself thinking about how 
I used to enjoy pinball and wondering if 
there were any local arcades to play pinball. I 
scoured the local bars and laundromats with 
mixed results at best. 

Then it hit me: I could probably afford 
to buy my own pinball machine! I started 
searching the Internet and found Twilight 
Zone for sale about 60 miles away. I also 
stumbled upon the Mr. Pinball collector’s 
register and met Herb and Marty, a couple 
of local pin-heads. I told them of my plans 
to buy a Twilight Zone and they warned me 
that I wouldn’t be able to just own one. I 


chuckled to myself because I thought I would 


48 GameRoom|December, 2007 


be more than satisfied to have one pinball. 

A few days after meeting Marty and Herb, 
I picked up Twilight Zone and I realized that 
I had been bit by the pinball bug and had 
pin-fever. Within a month, I bought a Got- 
tlieb Sinbad project from Herb and after two 
more months, I had a Cybernaut, Blackwater 
100, Baby Pac-man, Mr. and Mrs. Pac-man, 
and a Star Trek: The Next Generation, all 
projects in need of repair. 

I am quite fortunate to have a degree in 
Electrical Engineering that gives me a good 
background for pinball machine circuit 
board repair. My main pinball interests are 
in solid-state pinball machines from 1977 
to the present. I really enjoy repairing early 
solid-state games from Bally and Williams. 
They are simultaneously frustrating and 
rewarding. I feel a great sense of accomplish- 
ment when I repair an old pinball machine 
that hasn't worked in 10 or 15 years and can 
bring it back to life. 

I bought my house a little over two years 
ago. I had five pinball machines in my two- 
bedroom apartment and it was getting pretty 
cramped. I wanted to find a house with a 
large basement that I could finish into my 
dream gameroom. On the first day with the 
real estate agent, the second house we looked 
already had the finished basement I was look- 
ing for and the rest is history. 

I have a pretty eclectic taste in pinball ma- 
chines, but my main interest is in solid-state 
pinball machines. My current gameroom 
line-up includes: Twilight Zone, Star Trek: 
The Next Generation, Doctor Who, Rocky 
and Bullwinkle, Funhouse, Time Machine, 
Haunted House, Sinbad, Stars, Baby Pac- 
man, Gorgar, Flash, Defender, Royal Flush 
Deluxe, and a custom Three Stooges pinball 
machine that I have been working on. I also 
have a Pole Position arcade game, a Rowe- 
AMI jukebox that has a CD changer kit, and 
a Pub Time Dart machine. 

I decorated the walls with pennants for my 
favorite sports teams, the Green Bay Packers 
and Milwaukee Brewers. I also have framed 
MAD magazines from the late fifties/early 
sixties. I have always been a fan of MAD and 
really liked the classic covers by Norman 
Mingo and Kelly Freas. 

I consider myself to be a pretty lucky guy. 

I think every kid dreams about having an ar- 
cade at home and it became a reality for me. I 
am also very luck to have a very understand- 
ing and supportive fiancé, Amy, and a lot of 
local pin-head friends. I have a website where 
you can see more pictures and get more 
information at: http://webpages.charter. 
net/strange218/pinball_website.htm 
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BINGOS 
PINBALLS 
ARCADE 
CRANES 
MUCH MORE! 


JUKEBOXES 
VIDEOS 
REDEMPTION 
POOL TABLES 
POKERS 


7 “421 Ww 27th Street e Ph: : (336) 721- 2236 
* MOTEL RESERVATIONS. — Ramada Inn, (336) 1 123-291 1 _  - 
. Mention Auction Game Sales for best rate! — -NC Lic. # 6043 


BINGSPORT, TENNESSEE 

SAT., December 8th, 2007 at 10:00 a.m. 
Richmond International Raceway 
Meadowbridge Road @ Ph: (804) 228-7500 

* MOTEL RESERVATIONS — Holiday Inn Central (804) 339-9441 

* Mention Auction Game Sales for best rate! — AGS Rate $69.00 


SAT., January 2 26th, 2008 z at 1 10: 200 a. m. . 
_ Dixie Classic Fairgrounds - Education _ FT 
421 W 27thStreet @ Ph: (336) 727-2236 
* MOTEL RESERVATIONS - — Ramada Inn, (336) 123- 291 tL 
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* Mention Auction Game Sales for best rate! - a i aes Lic. # 6043 


TERMS: Full payment day of auction-Cash, Cashier's Check or Company Check with current bank letter of guarantee (no exceptions). 
EQUIPMENT MAY BE CHECKED IN: Friday—Noon until 9pm or Saturday—8am until 10am. 
SALES TAX: Applicable state & local taxes must be collected unless you provide a current copy of your sales and use tax permit. 


CONSIGNMENTS LIMITED. PLEASE CALL TO CONFIRM CONSIGNMENTS. 
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Dragon’s Lair 
The HD-DVD Edition 


by Digital leisure 
Price: $49.95 
www.digitalleisure.com 


Prettier, and Just as Deadly 


“Dragon’s Lair: the fantasy adventure where 
you become a valiant knight on a quest to 
rescue the fair princess from the clutches of an 
evil dragon.” 

That might sound like the intro to a lame 
Saturday morning cartoon, but for many 
arcade kids out there the arrival of Dragon’s 
Lair (and its lame intro voice-over) is a land- 
mark memory. Seemingly out of nowhere, a 
game of a completely higher caliber landed at 

* their local gaming haven and despite costing 
50¢ per game, players unloaded their pocket- 
money. Dragon’s Lair took arcades by storm; 
it was so successful that I’ve heard tales of 
arcade operators installing additional moni- 
tors above the cabinet, so the crowds waiting 
for their chance to play could watch in awe. 
Looking back and comparing Dragon's Lair 
to its contemporaries, it is still hard to believe 
that this game was in arcades back in 1983. 

Dragon’s Lair was the first laserdisc 
videogame. Created by classical feature 
film animator Don Bluth and programmer 
Rick Dyer, to many it’s seen as an interac- 
tive movie rather than a videogame because, 
well, just look at it! For those unfamiliar 
with how Dragon’s Lair plays (hang your 
heads in shame), here’s a quick rundown... 
As the game starts the player is treated to 
an atmospheric scene showing Dirk (our 
hero) approaching a menacing looking castle. 
Almost immediately the player is presented 

- with a threat—Dirk falls through the broken 
drawbridge and is about to be eaten by an 
unseen tentacled monster. At points such 
as this the player must push the joystick in. 
an appropriate direction or push the action 
button in order to resolve each situation. 
The first two scenes (the drawbridge and the 
inner corridor) always play in sequence, how- 
ever, once you get past the corridor things 
get a little hectic; the game chooses which 
scenes to play at random so you're never — 

« sure what’s coming up next. This random 
element means the player must be ready for 
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DRAGONS LAIR 


any sequence at any time. To help determine 
what to do in some circumstances, the player 
is given a visual hint, such as a brief flash of 
an object or door. Other sequences, however, 
offer no hints and the player must figure out 
what to do either by trial and error and a lot 
of quarters. | 

Since its arcade release various companies 
have brought Dragon’s lair to the home 
gaming market as the systems developed 
throughout the years. Coleco snapped up 
the home rights to it and it has appeared 
in one form or another on Coleco Adam, 
Commodore 64, NES, Amiga, Sega CD and 
even the GameBoy has seen a little Princess 
Daphne action. None of these versions could 
have hoped to hold a candle to the original, 
and only with the more recent PC and DVD 
versions (the remastered 20th Anniversary 
DVD in particular) we’ve started to see the 
game devolve back to it’s original quality. Ac- 
cording to the interview segments included 
on the disc, only now has a format emerged 
that truly does Dragon's Lair justice in Don 
Bluth’s eyes. This is Dragon’s Lair High 
Definition. 


I remember playing the game’s Amiga 
home computer conversion and thinking 
how incredible it looked. For its era, the 
Amiga offered some really lush graphics and 
sound capabilities that made Dragon’s Lair 
much more faithful to the arcade laserdisc 
version than any previous console or com- 
puter. Instead of attempting to recreate the 
interactive movie, most 8-bit conversions 
decided to switch the gameplay to a plat- 
former. With the Amiga version players were 
given a teemingly arcade-perfect conversion 
of the laserdisc—all on nine 720kb floppy 
discs. Thanks to a split-screen Time Capsule 
segment on the HD-DVD, my memories of 
the “dazzling” Amiga version of the game are 
now shattered! The Time Capsule uses the 
game's final scene to illustrate how the game’s 
visual quality has progressed during it’s many 
format conversions. So contrary to my rose- 
tinted memories, the Amiga version now 
reminds me of an animated mosaic rather 
than a crisp and fluid classical animation 
masterpiece. 

Digital Leisure has gone one step beyond 
for this HD-DVD (and Blu-Ray) release. 


Each frame has been restored meticulously. 
Instantly you can tell that dust and scratches 
that made it into the original film and its 
consequent re-masters have been wiped out. 
Initially I didn’t think that the high defini- 
tion version was all that superior to the 20th 
Anniversary DVD version. However, looking 
at both versions playing side by side in the 
Time Capsule segment, it’s clear that Digital 
Leisure has really taken full advantage of the 
immense picture quality that the high defini- 
tion formats offer. Background layouts that 
once looked a little blurry are remarkably 
sharper, blocks of color are more vivid, gradi- 
ents blend more smoothly, lines are “highly” 
defined and give the whole picture a more 
solid feel. The original mono soundtrack 

has also been given a new lease on life; the 
sound engineers have done an excellent job at 
developing it into Dolby Digital 5.1 sound, 
which sounds great coming out of a sur- 
round sound system but hasn’t distorted the 
original sound in any way. These video and 
audio enhancements add great atmosphere to 
the game. 

The HD-DVD gamplay is identical to 
that of the original laserdisc version; albeit 
without the “flicker” that the original expe- 
rienced as the game jumped between video 
sequences in the arcade. As with the DVD 
version, controls translate from the arcade’s 
4-way joystick and button toa DVD remote 
control’s directional buttons as if it were 
always meant to be. 

One area that I feel the HD-DVD is 

lacking is in its special features. There is a lot 
extra footage, I'V spots, documentaries and 
other fanboy material that has been featured 
in past DVD releases but has been dropped 
for this release. Perhaps the degraded T'V 
archive footage didn’t meet quality standards 
when seen alongside the high definition con- 
tent, but it would have been nice to see. The 
Interview with Don Bluth, Rick Dyer and 
producer Gary Goldman does reveal several 
interesting tidbits (most interesting are the 
conflicts between programing animation 
teams and mention of Playboy’s influence 
over Princess Daphne’s curves). The Video 
Commentary runs through every scene in 
the game with a picture-in-picture frame 
of the creators discussing the game. For the 
most part, this Video Commentary seems 
to be a continuation of the aforementioned 
Interview; they don’t go into any great detail 
about most individual scenes and it might 
have been nice to see some animatics here in- 
stead of showing Don, Rick and Gary sitting 
there watching a monitor. 
Another noteworthy alteration is that the 


original frames have been cropped from their 


4:3 aspect. The very top and bottom areas of 
the original frames are not seen as a result, 
however this was a necessary evil to fit the 
game into the now standard HDTV 16:9 
screen aspect. I don’t feel that this detracts 
from the game in any way, but it might disap- 
point some of the die-hard Dragon’s Lair fans 


out there. 

The outstanding quality of the game itself 
eclipses all these minor gripes. If you're a 
Dragon’s Lair fan and need an excuse to 
add an HD-DVD or Blu-Ray player to your 
game-room’s Christmas list—this is what 
you ve been waiting for! 

— Paul Murphy 
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IN 1999 THE WORLD'S GREATEST PINBALL — i. 


The Creation of Pinball 2000 


by Greg Maletic 
Price: $29.95, available from GameRoom 
www.gameroommagazine.com 


A Failed Success 


ew things are more inspirational than 

a last stand: a few men, knowing their | 
fate is probably sealed, nevertheless fight on, 
sometimes snatching victory from the jaws 
of defeat... and sometimes not. Still, it’s the 
battle that’s important, the courage to stand 
and fight for what you believe in, no matter 
how desperate the odds. 

For Williams’ Pinball Division, that last 
stand came in 1998. Faced with a declin- 
ing pinball market, and a company that was 
seeing far more profit from easily made slot 
machines, Williams’ pinball division was 
given an ultimatum: reinvent pinball, create 
the greatest game ever designed, and do it 
in 18 months. The stakes? The fate of the 
entire pinball division. Their secret weapon? 
A revolutionary new system called Pinball 
2000, which fused videogaming and pinball 
into a unique new hybrid. Did it work? I 
wont spoil the entire saga, but let me vaguely 
summarize: they succeeded beyond their 
wildest expectations. And they failed beyond 
their worst fears. 

Producer Greg Maletic has created a 
masterful documentary of this last stand, of 
what can basically be summarized as a battle 
to save an entire industry (Williams had 80% 
of the pinball market). Through interviews 
with the people involved, including de- 
signers George Gomez, Pat Lawlor, Larry 
DeMar, and others, Maletic pieces together 
exactly what happened in the last days of 
pinball at Williams. 

The DVD is a special two disc set, and in 


addition to the 60-minute documentary it 


includes nearly 8 hours of additional bonus 
content, from additional interviews to foot- 
age of never-released Williams machines, 
commentary, and much more. The produc- 
tion values are top-notch, and the informa- 
tion presented almost overwhelming. 
TILT: The Battle to Save Pinball is an 

engrossing story, and a fascinating glimpse 
into the creative process. You can sense the 
desperation in these designers, but Maletic 
aptly demonstrates that, put into a hopeless 

situation, this was truly their finest hour. 
— Kevin Steele 
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by Daina Pettit 
Price: $19.95, available from GameRoom 
www.gameroommagazine.com 


Putting a Price on Happiness 


ike the annual pinball calendar by Alex 
Fuchs, the Mr, Pinball Pinball List and 
Price Guide is a welcome sign of Fall. 

This year’s edition includes everything 
you've come to expect, from a listing of 
machines in both alphabetical and chrono- 
logical by manufacturer order, to a list of 
unique machine features, the number made, 


and a value based on a “very good” condition 


machine. In addition, there is a section on 
price trend analysis. 

The Mr, Pinball Pinball List and Price 
Guide is an invaluable reference tool; from 
the hobbyist shopping for a new pinball 
machine to the owner who wants to know a 
bit more about the pins in their collection, 
there’s something for everyone in this guide. 
— Kevin Steele 
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I’m Starring on eBay! 


Yes indeed, I’m a star on ebay! The feedback star rating system, 
that is. It wasn’t too long ago when ebay had no such rating system, — 
but in the past year they introduced a “Detailed Seller Ratings” to 
the feedback profiles. Now buyers can grade sellers in four ways: 

Item as Described, Communication, Shipping Time and Shipping & 
Handling Charges. It’s a gold star rating platform with five being the 
highest. Your score can go up and down in increments of tenths. Buy- 
ers grade you at the time of leaving their written feedback. They don’t 
have to do a detailed rating, but almost always do. 

As one who abhorred report cards as a kid, ’'m now subjected to 
the same kind of grading as an adult! Can you imagine? Buyers are 
now grading me with little gold stars. Mrs. Eastman used to do that 
when I was in 4th grade. I can still see her pressing them down onto 
our schoolwork and scribbling stuff like “Very Good!’ and “Excel- 
lent!” next to them. Mine generally had a little note that, in today’s 
text message equivalent, would read “WTF?” 

Things aren’t quite that bad for me in ebay land. What intrigues me 
is each person’s perception of how they’ve been treated by yours truly. 
I happen to know that my shipping charges are extremely fair. I try to 
come within 50 cents of the actual cost. As a matter of fact, I refund 
overpayments! I recently misjudged a shipping fee and the buyer paid 
twice the correct amount. I sent him back the overage. Did I get a 
bump in my star rating? Nope. 

Nor do I get perfect scores for shipping times even though I send 
everything the day after I get paid. Frankly, I think the shipping time 
category is bogus. We’re at the mercy of the US Postal Service (or as I 
sometimes refer to them, the US Slowstal Service) and other carriers. 
It’s they who decide how quickly something is delivered, not me! 
Buyers say my communication isn’t perfect either, even though I alert 
buyers when I receive their payment and when their junk, whoops ... 
merchandise, will ship. My best rating has been a 5.0 for the item’s de- 
scription. Yet, as I sit here, my rating now stands at 4.9, a lousy tenth 
of a star from perfection. I deserve a 5.0 all the time, doggone it. 

I’m frustrated by my starring role on ebay. I deserve 5.0 across the 
board. My lowest rating ever has been 4.8 and that’s unacceptable to 
me. Why? It’s because a friend of mine consistently maintains 4.9 and 
5.0 ratings. I wouldn’t mind it so much if it weren’t for the fact that I 
taught him how to sell on ebay! 


— |im Ferrante 


PINBALL 

The Addams Family $3550 
Twilight Zone $3251 

Elvis $3295 

Red & Ted’s Road Show $2495 
Baywatch $1325 

Bronco $910 

Barb Wire $1488 

Maverick $900 

Freddy: A Nightmare on Elm Street $1488 
Pirates of the Caribbean $3995 
Lethal Weapon 3 $802 

Elvira and the Party Monsters $1250 
The Six Million Dollar Man $795 
Hurricane $1400 

The Lord of the Rings $4699 
Medieval Madness $7652 

White Water $2280 

The Getaway: High Speed Il $1650 
Terminator 3 $1975 

Chicago Cubs Triple Play $2699 


ARCADE VIDEO 

Aliens: Extermination $4051 
House of the Dead 2 $1500 
Afterburner $365 
Alpine Racer 2 $250 
NBA Jam $152 

Pole Position $625 
Mortal Kombat $158 
Assault $275 

Dragon’s Lair Il $1199 
Narc $133 

Tron $477 

Hang On $300 

Lethal Enforcers $275 
Golden Tee 2005 $404 
Blasteroids $300 
Donkey Kong $800 
Deer Hunting USA $280 
Indy 500 $473 

Mortal Kombat 4 $490 
Crazy Climber $507 


JUKEBOXES 

Wurlitzer 1100 $4750 
Rockola 1000 $2950 
Wurlitzer 1800 $2595 
Rockola 1428 $8120 
Wurlitzer Lyric E $3644 
Wurlitzer 1015 $7100 
Seeburg 100 JL $2199 
Seeburg M100 B $1475 


Coin-Op Auction Results 
(Compiled from eBay®) 


SODA 

Pepsi V81 $3500 

Coke Vendo 44 $1700 
Coke Vendo 81D $850 
7Up QuikKold cooler $1010 
Coke Vendo 110 $769 
Coke Vendo 39B $1525 


SLOTS 

Mills Jewel 5-cent $1000 

Mills Criss Cross 10-cent $950 
Mills Sunburst 5-cent $1250 
Jennings Sun Chief 5-cent $1450 
Mills Lion 25-cent $1850 

Mills FOK 5-cent $1225 

Jennings Dutch Boy 25-cent $1047 
Jennings Governor 25-cent $2499 


PAPER 

Bally Addams Family manual $15 
Gottlieb Black Hole manual $20 
Wurlitzer Vol. 2 reference book $28 
Mills slot machine pictorial guide $40 
“Slot Machines” by Marshall Fey $40 
“The Pinball Repair Directory” book $10 


COIN-OP 

Pulver gum dispenser $300 

MinitPop popcorn machine $1200 
Wise Owl Quizette napkin holder $138 
Dahlberg pillow speaker radio $150 
Oak golf ball vendor $214 


FIXER-UPPERS 
Williams Honey $142 
Bally Mata Hari $427 
Taito Chase H.0. $150 
Wurlitzer 600 $575 
Pepsi VMC 110 $153 


NO TAKERS 

Williams Earthshaker! $1599 
Williams Laser Ball $549 

Atari Gauntlet: Legends $999 
Wurlitzer 1015 $10999 

Coke Vendo 39 $3000 

Jennings Little Duke 1-cent $1735 
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Booths © Tables ¢ Chairs © Stools ¢ Moldings 
Metal Trim ¢ Lighting Fixtures ¢ Quilted Stainless Sheets 
Counter Accessories and much, r much more - 
all Restaurant Quality - and all at Discount 
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Gino's Malt Shop Collection Catalog to : 


Gino s Malt Shop 
301 E Main St. 
Carnegie, PA 15106 


(412) 429-7632 
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Send $3.00 today for your 


Prices I! 


Dust-collecting equipment eating through your bottom line? 


Older coin-operated equipment is bringing in more money 
than it ever has in the history of the coin-op industry! Isn't it 
time you cashed in? Super Auctions will buy it directly from 
you or act as your agent and sell it at auction for you without 
headache or hassle. All you have to do is call — we'll arrange 
pickup and transportation — GUARANTEED!* 


Why is your warehouse exploding with older non-revenue pro- 
ducing equipment in the first place? Most operators will have 
to think about that question. Some will say they've always 
done this and soon end up with warehouses busting at the 
seams. Others feared years ago buyers would buy their equip- 
ment, then turn around and steal their locations. But ask your- 
self: Is there money to be made operating 19” monitor-style 
games in today's market? Or is that money sitting idle in your 
warehouse while you wait for the best time to sell? Well, now 
is that time! 


We don't cherry-pick! 

We've met operators who avoid so-called “buyers.” Experience 
tells them these buyers are cherry-pickers, interested only in a 
few select pieces that have become classics. We don't cherry- 
pick. We buy your new, your old, your tired and your poor — 
we take it all, working and non-working: pinball machines, 
video games, pool tables, kiddie rides, jukeboxes and 
more. And with our effident crews, your warehouse can be 
emptied and ready for more, usually in just one day! 


“minimum quantity required 
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Can you make more selling through an online auction site? 
Not likely. Most buyers are after a mere handful of the classic-type games. Though you 
may have a few of these, chances are most of your stored equipment are filler- 


type games, the kind most buyers wouldn't touch. Super Auctions specializes 
in ALL used equipment. We've conducted amusement auctions in more than 
17 states — we know how to re-market ail types of coin operated equip- 
ment. We can drastically improve your bottom line selling your equipment at 
auction or buying it ail from you right now! 


How much money have you lost today? The clock is tick- 
ing... 

How much cash do you lose everyday in rent, labor, utilities and 
insurance storing non-revenue producing equipment? Even if you 
own your own warehouse, aren't there more profitable uses for your 
building than storing dust collectors? 

Limited opportunity 

We're in a bull market, but how long will it last? The current state of the coin- 
op industry indicates more and more used equipment will flood the market very 
soon, driving prices way down. Don't wait ttil it's too late! Sell or auction all your free- 
loading equipment today! 

Fax your inventory to (562) 592-3929 
Call us at (714) 535-7000 


Email us at 
auctions@dslextreme.com 


All inquiries 
strictly confidential. 


GameRoom)s™ 


Magazine 


Digital Archives: A full year of © 
GameRoom on one CD! > 


All 19 years of GameRoom now 
available, from 1989 to 2007 


Only $19.95 per volume! 


www.GameRoomMagazine.com 
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PINBALL, iINc. 


http://www.ifpapinball.com 


http://www.pinballrankings.com 


http://www.sternpinball.com 


The World Pinball Player Rankings are based on tournaments endorsed by the International Flipper 
Pinball Association from around the world. Points are awarded according to the players’ finishing 

positions at these events. At the end of the calendar year, the player with the most WPPR points will be 
crowned the “World’s Greatest Pinball Player” by the IFPA. Any questions, please contact the IFPA 


at ifpapinball@gmail.com. 


Latest Rankings (as of 11/1/2007) October 2007 Tournament Winners 


1 Keith Elwin 

2 Bowen Kerins 

3 Mats Runsten 

4 Zach Sharpe 

5 Josh Sharpe 

6 ‘Trent Augenstein 

7 Chris Newsom 

8 Jorian Engelbrektsson 

9 Jim Belsito 

10 Andy Rosa = 

11 Neil Shatz = 201.34 
12 Fredrik Lindberg 153.88 
13. Donavan Stepp 138.26 
14 Jorgen Holm 117.86 
15 John Miller = 113.38 
16 Rick Stetta 

17 Paul Madison 106.69 
18 Eden Stamm B 105.95 
19 Michael Lindstrom 102.12 
20 Derek Fugate 97.46 
21 Karl Brostr6m 97.00 
22 Patrik Bodin 93.70 
23 Steven Bowden 93.66 
24 Per Holknekt 86.10 
25 85.09 


Albert Medaillon 
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JASONS BILLIARDS MONTHLY TOURNAMENT 
Fred Richardson, Donavan Stepp, Adam Lefkoff, Nick Zendejas 


LYONS CLASSIC PINBALL 
Fred Richardson, Donavan Stepp, Ken Lewis, Adam Lefkoff 


FAIRFAX MONTHLY TOURNAMENT 
Dave Hubbard, Scott Sidley, Ethan Blonder, Paul McGlone 


SUNDAY NIGHT PINBALL 
Jason Hatch, Kevin Lessig, Neri Osmanovic 


BUMPER’S GRILL TOURNAMENT 
Carole Carroll, Denny Powers, Austin Quinty, Jeff Knight 


GOTHERBURG MONTHLY FINAL 
Christian Balac, Markus Salo, Lars Petterson, Carl Borgentun 


STOCKHOLM PINBALLS MANADSTAVLING 
Mats Runsten, Jorian Engelbrektsson, Per-Olof Romell, Svante Ericsson 


UPPSALA MONTHLY TOURNAMENT 
David Kjellberg, Helena Walter, Henrik Lagercrantz, Lars Blomgren 


PAPA X WORLD PINBALL CHAMPIONSHISP 
Jorian Engelbrektsson, Bowen Kerins, Dave Stewart, Rick Prince, Josh Sharpe, 
Jim Belsito, Keith Elwin, John Miller, Johnny Modica, John Kosmal 


PINBRAWL OPEN FLIP OUT TOURNAMENT 
Andy Rosa, Rick Stetta, Keith Elwin, Trent Augenstein 


PINBRAWL WORLD TEAM PINBALL CHAMPIONSHIPS 
Zach Sharpe, Josh Sharpe, Lyman Sheats, Bowen Kerins 


JAPAN PINBALL WIZARD TOURNAMENT 
Endoh Yoshiki, Takashi Ito, Doi Kouichi, Sunao Kono 


STOCKHOLM PINBALLS POKALTAVLING 
Jorian Engelbrektsson, Magnus Rosté, Victor Hakansson, Roger Strém 


TOKYO PINBALL ORGANIZATION OPEN 
Agawa Takumasa, Shinjirou Fukuba, Sunao Kono, Hidehiko Ogata 


GAME AND PINBALL 


hen Abdner Ashman, of Bronx, NY, broke the 

world record on Robotron and Junior Pac-Man 
in the same night (Totally Amused, Humble, TX, 
December 4, 2005), we thought that he couldn’t do 


anything else that would top that. 


However, on April 6, 2006, while playing at Apollo 
Amusements in Pompano Beach, FL, Abdner broke the 
long standing Ms. Pac-Man World Record, scoring 933,580 points. 


For this accomplishment, he is featured in the soon-to-be released Gamer’s Edition of the 


Guinness World Records Book. 


A Chronological Progression of the Ms. Pac-Man World Title 


933,580 Abdner Ashman 
Pompano Beach, FL, April 6, 2006 


920,310 Chris Ayra 
Miami, FL, September 16, 1998 


910,350 Rick Fothergill 


Stoney Creek, ON, Canada, September 8, 1998 


874,530 Chris Ayra 
Victoria, BC, Canada, June 30, 1985 


820,150 Chris Ayra 
Miami, FL April 17, 1984 


703,560 Billy Mitchell 
Hollywood, FL, January 27, 1984 


681,130 Tom Asaki 


Twin Galaxies, Ottumwa, IA, October 2, 1983 


557,120 Billy Mitchell 


World Class Amusements, Wilmington, NC, September 20, 1983 


436,500 Billy Mitchell 
7-11, Hollywood, FL, July 1, 1983 


419,950 Tom Asaki 
Twin Galaxies, Ottumwa, IA, June 6, 1983 


411,050 Spencer Oueren 
Twin Galaxies, Ottumwa, IA, June 5, 1983 


393,000 Tom Asaki 
Bozeman, MT, May 5, 1983 


257,100 Darren Olsen 


Twin Galaxies, Ottumwa, IA, March 20, 1983 


201,000 Joe Wingard 
Whitefish, MT, June 1, 1982 


130,300 Rick Greenwasser 
Kirksville, MO May 20,1982 


Get the latest official high scores anytime at: www.twingalaxies.com 


OFFICIAL SCOREKEEPER 
FOR THE WORLD OF VIDEO 
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CAMEROON 
Power Ads 


100 Words 
For Just 


SUPER CHEAP ADS! $5 for 100 words! 
(+$1 for each additional 25 words) 

No charge for BOLDED words. 

Phone: (440) 372-0728 

Fax: (310) 893-6780 

GameRoom Magazine 

PO Box 33490 

North Royalton, OH 44133-0490 


Online: www.gameroommagazine.com 
feet Sh eae deet Ue Sats, SY nh aa et ec eee GGT I eo RT a a oR TSE 


Wanted to BUY : GENCO 2 PLAYER BASKETBALL 1954, MUTOSCOPE 
SILVER GLOVES 1948, MUTOSCOPE KO CHAMP 1955, NATIONAL 
NOVELTY KNOCK OUT (KO FIGHTERS) 1928, GENCO MOTORAMA 1957, 
GENCO SPACE AGE 1958, GENCO JET PILOT 1959, UNITED STAR / SUPER 
SLUGGER BASEBALL 1955, GENCO CHAMPION BASEBALL 1955, GENGO 
QUARTERBACK 1957, CHICAGO COIN 4 PLAYER DERBY (HORSE RACE 
GAME) 1952, WILLIAMS TEN STRIKE OR TEN PINS BOWLER 1957, 
CHESTER POLLARD PLAY FOOTBALL 1924-1926, WILLIAMS MINI 

GOLF 1964, CC MIDGET SKEE ALLEY 1949 (or other manikin skee 

ball games), EVANS SKI-BALL 1940, EVANS IN THE BARREL 1940, 
GOTTLIEB SKI-BALL-ETTE 1940, EVANS BAT-A-SCORE 1948, EVANS TEN 
STRIKE BOWLER 1939-1953, BALLY SPACE GUNNER 1958, MIDWAY 
RACEWAY PINBALL 1963, MIDWAY FLYING TURNS PINBALL 1964, 
KEENEY AIR RAIDER 1940, BALLY SPACE FLIGHT 1969, SEEBURG SHOOT 
THE BEAR 1947 (or other Ray 0 Lite games), any FORTUNE TELLERS, 
any BAGATELLE GAMES, BAKERS PACERS OR PACES RACES HORSE 
GAMBLING GAMES, any UPRIGHT SLOT MACHINES (CALILLE / MILLS). 
Working or restored preferred, but will consider any condition. Would 
also entertain offers for any other older arcade pieces of any type you 
may have available. Oddball stuff welcome too! Email: WORLDPC@ 
AOL.COM. Phone 570-357-0042. (127) 


ACTION PINBALL WAREHOUSE — 200-plus Pinballs in Stock! 
Pinballs, Jukeboxes, Darts, Foosball Tables, Neon Lights, and more. We 
buy, sell, trade, and rent. 8290 N.E. Main Street, Suite 3, Fridley, MN 
55432, (763) 784-7279 www.pinballwarehouse.com (49) 


Need Jukebox Parts? Contact Durfee Coin-op, The largest supplier 
of original jukebox parts. Parting out over 500 jukes from the 1930's 
thru the 80. Visit my site, Jukebox parts.com or email durfee@ 
jukeboxparts.com or call 978 544 3800 M Thurs 10-3 (EST). Fast service 
and shipping, all major credit cards accepted! 


WANTED: All Modern Arcade Games In Excellent Condition! 
Pinball Machines, Video Arcade Games and More from the 80's, 90's & 
Today. Games must be in EXCELLENT CONDITION — Top Dollar Paid 
for MINT Condition or NEW-IN-BOX Games. WILL PICKUP GAMES 
ANYWHERE IN THE CONTINENTAL USA You will not have to lift a 
finger — We do all the work! Please contact David at BMI Gaming at 
877-FLA-PINS or 561-391-7269 from 1pm - 8pm Eastern Time. You 
can also visit our”Games Wanted’ list, updated daily on our website at: 
_ www.bmigaming.com/shoplist.htm (Ir) 
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WANTED: Backglass for Gottlieb Thoroughbred and Williams Strike 
Zone does not have to be perfect, just very nice - will pay almost any 
price! ALSO WANTED - the coin unit for a mechanical skeeball game 
(pre 1973) - will pay any price thank you - WARREN NASH 607-336- 
6157 - WNASH33@ADELPHIA.NET (127) 


WANTED: Cash paid for the following items: Old speakers made by 
Jensen, Capehart, Altec Lansing and Western Electric. High frequency 
horns and drivers. Any Old tube amplifiers and other sound equip- 
ment from movie theaters. Old radio and audio tubes. Old tube 

type hi-fi amps, pre-amps, speakers etc. Old microphones. Old radio 
station equipment (large turntables, record cutters etc) Anything 
made by Ampex such as reel to reels, mixers, recording amps and 
consoles. Old military radio equipment (receivers, transmitters etc) 
Also buying 35mm movie projectors and 16mm film. CALL: Tom 
Wilson 937-477-9855 (78) 


Have no more room, Need space: Coke icemaker $650, Holcome 
& Hoke late 1920 popcorn machine $3000., Wurlitzer 1100-$3000., 
1200-$2000., 1500A-$1200., 2500-$1500., Wurlitzer CD 1015 one 
more time $4500., Rock-ola moderne speaker $1500. 361-853-7300, 
361-876-6868, 361-384-3353 (18) 


Need Jukebox Needles, Belts or Keys. . . Visit 
Needles4Jukeboxes.com Offering a complete selection of jukebox 
Needles, Cartridges, Drive Belts & Cabinet Keys. Easy to use online 
shopping, Reasonable Prices & $1.99 Worldwide Shipping. PayPal and 
Credit Cards are welcome. 


GAMES FOR SALE: We sell pinball, videos, and jukeboxes. We have 
The Addams Family, Indiana Jones, Corvette, Tales of the 


Arabian Nights, and No Fear, just to mention a few pins. Pac-Man, 


Galaga, Donkey Kong, 45 and CD jukes. Large selection of 
newer and vintage games, email us with your needs. Please visit our 
website: www.Pinballknights.com (38) 


For Sale: Jukeboxes: AMI D40 $850, NSM Nostalgia $1700, Rowe 
(D100 $750, CD100A $850, Seeburg 2x100-B $750/$1200, 100-G 
$1500, 100-J $2500, 2xL100 $1000/$1100, 220 $1200, BMS-1 

$250, 0100 $750, 2xAY-160 $700/$950, HSC #6000 $450, LPC-480 
$500, SPS-160 $450, STD-160 $500, 2xSMC1 $500/$750, SCD-1A 
$450, United UPB-100 $800. Wallboxes: NSM Consulette $150, 
Melody Lane Phonette $50, Rowe WRA $75, Seeburg 3W100 $100, 
SC-1 $75, DEC $85. Pinball: Daval Odd Ball $400 Soda: Vendo #39 
Coke Machine $1500. Video: Silk Worm $150, Bump N’Jump $125, 
Megatouch bar top $125, Misc: 15’ American Shuffle Alley $500, 
Jennings Lollypop Scale $400, 50's Eastern Electric cigarette machine 
$100, Misc Gumballs $20 and up. Lots more stuff for sale, visit 
Jukeboxparts.com to see it all. Durfee Coin-op the jukebox parts 
kingpin! (978) 544-3800 M-Thurday 10-3 (EST) or email durfee@ 
jukeboxparts.com anytime! 


MUST SELL: Stern High Roller Casino and Data East Jurassic 
Park pinball machines. Both pins in great condition. Asking $4000 for 
both or best offer. Contact Steven Frankel at mrking4000@aol.com or 
(732) 616-9911. (127) 


PLAY PINBALL IN CONNECTICUT! We have some of the best pinball 
machines to play or buy, including Star Wars, Sopranos, WWF Royal 
Rumble, Monster Bash, Cirqus Voltaire, No Good Gophers, NASCAR, 
Pinball Magic, Lord of the Rings, Simpsons, Attack from Mars, and 

so much more, including arcade games! Wolcott Video Outlet, 1796 
Meriden Road, located in Wolcott CT since 1985. Easy access off 1-84. 
Don't forget—all of our pinballs play like home-use-only machines! 
Stop by and help keep the pinball dream alive! (203) 879-3083 (Ir) 


BACKGLASSES WANTED: Need backglass for 1970 United 
Six-Shooter shooting game (backglass has a stagecoach on it), 
and the wooden base for a 1080 Wurlitzer jukebox. Call Tom in 
Vancouver, BC at 604-576-8758 (28) 


For Sale: in S.F. Bay area Used Jukeboxes and Parts. Consisting 

of Rockola, Seeburg 45's, Rowe 45's and CD, and NSM CD. Rowes 
mechanical and electronic parts for 60's through 80's models. 
Complete Rowe Jukeboxes from model R85 to R92 and Rockola 
Jukeboxes from the 60's and 70°. Email to Rich Gas@comcast.net. 
Custom Jukebox and Sound. Inventory and prices at jukebox4u.com 


Wanted: Backglass for a Williams 1964 Grand Slam Pitch & 
Bat 2 player (or an equivalent backglass that will work with this 
machine). Contact Mike at 314-954-3499 or via email at mjo.ret@ 
sbcglobal.net (127) 


WAREHOUSE BLOWOUT! SHOPPED PINS: GNR $2800 & $2450, Big 
Guns $900, NBA FB $1500, WhoDunnit? $1600, Genie $900, Spy Hunter 
$800, WCS‘94 $1650, Dr. Who $1450, 12 $1550, Whirlwind $1850, 
Robocop $975, Champ Pub $3500, Pin Magic $2600, Caveman $1400, 
Black Pyr. $875, Millionaire $875, Popeye $1150. CLEAN PROJECTS: 
Sinbad $700, Comet $600, Checkpoint $750, Fishtales $1150, NBA FB 
$1125, Baby Pac $550, Stargate $1050, SF2 $575, Black Hole $1075, 
Holly Heat $475, Monte Carlo $500, Mon. Night FB $400, Baywatch 
$1000, Firepower 2 $650, Spider-Man $600, Ticker Tape $230, Stock 
Market $230. ARCADES: 48-in-1 $750 & up, Ms Pac $750, DK 3 $550, Neo 
Geo $600, GT Fore $2000, Centipede Cab. $550, Gyruss $400, Millipede 
$550, Mr. Do 2 $400, Carrier Air. $275, Miss. Comm. cock. $550, Hippo- 
drome $225, SF2 $375. Parts and cabs. avail. S&H from 19804 $200-300. 
CALL 302-290-1236 GAMESGALOREDE.COM (127) 


WANTED---Golf Pinball Machine --Williams Mini Golf--Driving 
Range--Chicago Coin--Par Golf--Southland---Little Pro--Bromley--Little 
Pro--email packmanaf@aol.com or call 201-522-0155 (58) 


COON HUNT LEGS---Gun Stand Leg Set $89.00--Cabinet Leg Set 
$129.00--One set of each $189.00--Quality Chromed Reproductions-- 
Buyer Pays Exact UPS Charge--No Packing Charge--email --packmanaf@ 
aol.com or call 201-522-0155 (128) 


Your Ad Could Be Right Here! Visit GameRoomMagazine.com or 
call (440) 372-0728 to submit your Power Ad. Just $5 for 100 words, 
one of the cheapest advertising options available anywhere! This ad is 
just 45 words long — imagine what you could say with 100! 


MarketPlace Rates: $18 per full-color 1/16 page (3.667 x 1.25 inch) section. 


Combine as few or as many sections as you need! 


Quantity Discounts Available. (440) 372-0728 or info@gameroommagazine.com 


if you have any quantity af schematics. manuals, flyers, photos, or any 
other kind of paper documentation on coin-op devices and games... 


Also: 20,000 Flyers and Schematics for Sale! 


Mikesbacak 


2993 Lynn Road, Canfield Ohio 44406 
(330) 549-2596 MGPacak@aol.com 


Custom Stands for Slot Machines and Cash Registers 


P.O. Box 95 
120 Oak Street 
Moro, IL 62067 


Mike & Debi Studebaker 
Owners 


a 


— Phone: 618-377-2309 


Fax: 618-377-2309 


Email: mike@specialtystands.com 


Web: www.specialtystands.com 
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Karaoke Starter Pac “ks 
Karaoke Players & All-In-Ones 


Karaoke Music CDs & DVDs 
Microphones & Accessories 


2545 S.E. 60th Court ¢ Pleasant Hill, [A 50327-5049 


ILLINOIS ANTIQUE SLOT MACHINE COMPANY 
Slot Machines Wanted 


Also old Wurlitzer Jukeboxes, 
Nickelodeons, and Music 
Boxes 


é 


Plus any related devices 


Frank Zygmunt 


(603) 985-2742 
Fax: 985-5151 
PO Box 542 
Westmont, IL 60559 


Any Condition 


Buy & Sell 
Paying Cash 


Finder’s Fee Paid 


PINBALL AND GAMEROOM 

DISCUSSION FORUMS 

Join our online pinball and gameroom community! 
FREE Marketplace Pye : Post your EO! aise : Trade Ads 


Show off your latest project! Post notes, photos, and 
more of all your hobbies and projects at: 


projectsbyU.com 


Sections for arcade, pinball and jukebox projects 
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My Geek Moment 


Look at the picture on this page, a 
snapshot moment of my meeting with game 
designer Eugene Jarvis from this year’s Pin- 
ball Expo convention. Notice anything funny 
(like my totally goofy expression?) 

This was my geek moment, a completely 
irrational exuberance at meeting someone 
whom popular culture may have overlooked, 
but who is nevertheless one of the most im- 
portant figures in my life, and one of the key 
reasons why I am the way I am today. 

So, before I continue on with my gushing, 
I suppose it’s important that I explain exactly 
who Eugene Jarvis is, and why he’s so impor- 
tant to me. Many of you may already know 
this, being involved in the same hobbies that 
Iam, but bear with me. 

Eugene Jarvis was one of William’s most 
talented programmers, and the co-creator 
(with fellow programmer Larry DeMar) of 
some of the hardest (and most loved) arcade 
video games of all time, such as Defender, 
Stargate, and my personal reason for living, 
Robotron: 2084. 

I cannot explain to you the effect Robo- 
tron: 2084 had on my life. I first encountered 
it at the 1982 World’s Fair in Knoxville, 
Tennessee. They had a huge arcade set up, 
and there were literally rows of Robotron 
games to play. I had never seen a game like it: 
just two joysticks, one to move, one to fire. 
No buttons to press, just two handles to grab 
onto and hang onto for dear life. 

The onscreen playfield was a big box. No 
mazes, nothing else. Just you and a whole 
lotta enemies who materialized in and 
immediately began attacking. It was over- 
whelming, intimidating, and yet exhilarating. 
Games were over in mere seconds, it seemed. 

The controls, while devilishly simple, _ 
seemed to require some special mental 
abilities: you had to use one hand to control 
where you were moving, while using the 
other hand to direct your stream of bullets 
at the nearest enemies. Some people just 
couldn't “grok” the controls, while others 
_ (like myself) took to it so naturally it was 


as if this game had been built specifically 
64 
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for us (I write left-handed but play sports 

right-handed). It just felt right. I, for lack of a 

better cliché, became one with the machine. 
It was a good thing I bonded with the 


controls (almost literally!) because the ac- 


tion was so intense, so overwhelming that it 
required to almost completely detach your 
higher thought processes and operate out 
of pure animal reflex. Using programming 
techniques that were radically advanced at 
the time, Robotron managed to place liter- 
ally hundreds of enemies onscreen at any one 
time—it is not a game to play if you want to 
ponder the day’s events at the office. I com- 
pletely lose awareness of my surroundings 
while playing Robotron. 

Of course, after the World’s Fair I had to 
play any Robotron machine I could find, and 
luckily my local mall arcade had one. After 
school I would often walk to the mall and 
play the game until my fingers bled (liter- 
ally — I had blood blisters on the inner edge 
of my ring fingers where they touched the 
bottom of the balltops on the joysticks, I was 
gripping so hard! After a long gaming session 
I could still see and hear Grunts (the main 
enemy) chasing after me, even as I walked 
home, exhausted and quarterless. 


There's no logical reason for falling in love 
with a machine like I did with Robotron— 
it's just a game, after all, a mild diversion 
from your daily existence. And yet, it took 
hold of me in a way I cannot explain in any 
sort of rational way. A simple pile of arcade 
controls and computer parts had become a 
life-changing experience for me, a touchstone 
of my time on planet Earth. 

Time moved on, the local mall arcade 
closed, I went to college, got a job, got mar- 
ried, and got lost in the daily drudgery of life. 
Robotron never left my radar, though: the 
game was ported to nearly every computer I 
ever owned, so I always had a version of Ro- 
botron to play, even if many of the versions 
didn’t hold up as well as the original arcade 
version. (I’ve vowed to buy my own Robo- 
tron arcade cabinet one of these days!) 

Well, enough gushing. With all of this per- 
sonal history, I hope you can at least partially 
understand my loopy, irrational exuberance 
at finally meeting the man responsible for 
the magic that is Robotron: 2084. And to 
Eugene, if you're reading this: there’s no need 
for a restraining order: I just wanted to say 
thank you for all the fun you've provided me 
over the last 25 years. Ya done good. GR 
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